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PREFACE. 

I TRUST little apology is needed for the appearance of 
this Work. Indeed, it is rather remarkable, considenng 
the discoveries which have of late years been made in 
the game of Chess; considering, also, the impulse its 
practice received from the visit of Morphy to this 
country and the continent of Europe, together with 
the valuable though intermittent efforti^ of the British 
Chess Association — ^ifc is somewhat surprising to me that 
a guide-book suited to the comprehension of beginners 
has not previously been published, with the object of con- 
ducing to a wider spread of the game by means of the 
£Etcilities afforded for more readily acquiring the ability to 
understand its intricacies. 

The present age, we are often told, is an age of 
hurry and bustle; men now-a-days have no time to 
spare, even in their recreations. How. then, can they 
generally be expected to devote years of study to the 
attainment of skill sufficient to enable them to enter into 
critical analyses of disputed points, or even to thoroughly 
enjoy the splendid stratagems of the best masters ? And 
more especially how can they be expected to do this, 
when their first attempts are not directed in a manner 
dear and intelligible ? 



y PREFACE. 

With a fiill knowledge of the great value of the labours 
of my predecessors in the literature of Chess, I cannot 
help thinking that those labours have had a tendency to 
improve good players — a point, I grant, of the highest im- 
portance — ^rather than to facilitate the studies of learners' 

I remember vividly my own difficulties at the outset of 
my acquaintance with the game, and I hope the attempt 
made in the following pages to smooth away similar diffi- 
culties lying in the path of young players will not be 
without some degree of success. At the same time, I 
believe that even those who are advanced in the game 
may derive instruction from the specimens of skill laid 
before them. 

It is with the greatest pleasure I acknowledge the 
cordial assistance I have received. To Messrs. Berry, 
Burt, and Tilly, of the Bristol Chess Club, I am greatly 
obliged for their kindness in allowing me the use of 
their Chess libraries ; and my especial thanks are due to 
J. J. Lowenthal, Esq., Herr Horwitz, and H. Jones, 
Esq., B.A., whose aid has been most cheerfully rendered 
and has proved most valuable. 

aas. 

Bristol, October, 1868. 



TABLE OF CONTENTS. 



-t 



INTBODUOnON. 
Introduction, 1 ; Histoiy of the Game 7 

CHAPTEEL 

The Board, 17; the Men, 18 ; Nototion, 19 ; the Mores, 24; Yalne 

oftheMen,29; YalneoftheFirstMoYe 31 

OHAPTEE n. 
Explanation of Technical Terms 83 

OHAPTBB nL 
Lawsof the Game 43 

CHAPTEB IV. 

Obseirations on the Pieces : — The Kinft, 49 ; the Queen, 51 ; the 
Book, 62 ; the Bishop, 53 ; the !l^ight, 56 ; the Pawn, 57. 
General Observations, 60 ; the Openings, 63 ; Abbreviations . 65 

OHAPTEE V. 
Introdoctory Games 66 

OHAPTEE VI. 

King Knight's Opening : — Synopsis, 84 ; King Knighf s Openings 
85; Damiano Gambit, 87; Connter Gambit, 88; Philidor's 
Defence, 90; PetrofTs Defence, 102; Qneen Bishop's Pawn 
Game in the King Knighfs Opening, 113 ; Bay Lopez Knighf s 
Game, 121 ; Scotch Gambit, 130 ; Two Knights' Defence, 145 ; 
Hungarian Gambit, 149 ; Ginoco Piano, 156 ; Evans Grambit, j 
164 ; Evans Gambit Declined 169 

OHAPTEE Vn. 

King Bishop's Opening :— Synopsis, 180 ; Two Bishops' Opening, 
181 ; the Italians' Defence, 182 ; Lewis's Connter Attack, 183 ; 
M1)onnell's Doable Gambit, 190 ; Lopez Gambit, 19^ *, l^n\^ 
Enighfs Defence in the King Bishop's Opening, 196 \ OoAflAn^ 



VIU TABLE OF CONTENTS. 

Connter Gambit, 197; Queen Bishop's Pawn Defence in the 
King Bishop's Opening, 198. IGscellaneoas Openings: — 
Qneen Bishop's Pawn's Opening, 202 ; Centre GamMt, 204 ; 
Danish Gambit, 206 ; Hampe's Opening 211 

CHAPTEE Vin. 

King's Gambit: — Synopsis, 218; King Knighfs Gambit, 219; 
Salvio Gambit, 229 ; Cochrane Gunbit, 2S1 ; Mnzio Gambit, 
236; Allgaier Gambit 245; Cunnin^iam Gambit, 255; King 
Book's Pawn's Gambit, 256; King Bishop's Gambit, 259; 
King's Gambit Declined 275 

CHAPTEB IX. 

Irregular Openings : — Synopsis, 284 ; Centre Connter Gambit, 285 ; 
French Opening; 289 ; Sicilian Opening, 293 ; Irregnlar Open- 
ings, 299 ; Fianchetto di Be, 301 ; Fianchetto di Donna, 302 ; 
Queen's Gambit Accepted, 308 ; Queen's Gambit Declined . 810 

CHAPTEB X. 

Games at Odds r^Synopsis, 314. Pawn and Three Moves : — ^King's 
Pawn Defence, 317; Queen's Pawn Defence, 317. Pawn and 
Two Moves: — King's Pawn Defence, 818; Queen's Pawn Defence, 
321 ; Queen's Knight Defence, 322 ; Queen Bishop's Pawn 
Defence, 323. Pawn and Move : — King's Pawn Defence, 329 ; 
Queen's Pawn Defence, 331 ; Queen's Knight Defence, 331 ; 
King's Knight Defence, 832 ; King's Knight's Paim Defence, 
333; Queen Bishop's Pawn Defence 333 

CHAPTEB XL 

Endings of Games : — Synopsis, 339 ; Queen and Bool:, 341 ; Two 
Books, 341; Queen, 342; Book, 342; Two Bishops, 343; 
Bishop and Knight, 344 ; Two Knights, 345 ; Bishop and Pawn, 
345 ; Knight and Pawn, 346 ; Queen and Pawn against Queen, 
346 ; Book and Pawn affainst Queen, 347 ; Book against Queen, 
347 ; Two Bishops against Queen, 348 ; Two Kmghts against 
Queen, 348 ; Bishop and Knight Mainst Queen, 348 ; Two 
Books a^dnst Book, 348 ; Book and Bishop against Book, 349 ; 
Book a^ Knurht against Book, 849 ; Three Minor Pieces 
against Book, 349 ; "SodfL and Pawn Mninst Book, 349 ; Bishop 
against Book, 350 ; Knight against fiopk, 3^ ; Pawn af^ainst 
Queen, 350 ; pawn agunst Book, 351 ; Pawn a^ninst Bishop, 
352 ; Pawn a«ninst Knight, 352 ; Pawn, 852 ; Fawn against 
Pawn, 356 ; Two Pawns against Pawn, Mi ; Two or more 
Pawns against Two or more Fawns r 357 

OBEAPOaiBXn. 
Blindfold Ch^ , . . . , 370 

CHAPTKBZro. 
SMloM, $79; Mationa «....«« vv^ 




CHESS. 



INTEODUC'TION. 

It is frequently said that of all games and pastimes Chess 
is, 'par excellence, the most unsocial ; and by those unac- 
quainted with it it is bitterly denounced on this account, 
and because, as they assert, it is so difficult of attainment 
as to make it a waste of time and patience to acquire a 
knowledge of the game. Nothing, however, can be more 
baseless than these assumptions, which are founded solely 
upon ignorance. So far from Chess-players being unsocial, 
I think all who are capable of forming a correct judgment 
will agree with me that no other class is there in which, 
taken altogether, a more kindly disposition is shown 
towards each other. Complaint is made that they seldom 
enter into the enjoyments and amusements of others ; but 
this is surely a mistake. 

It is scarcely fair to expect that any one can conduct 
an arduous contest, in which every faculty of the mind is 
busily employed, and at the same time join in the plea- 
sures of those who cannot play Chess. There is, I readily 
grant, a time for all things ; and he who will do nothing 
but play at Chess in all companies is admittedly some- 
thing of a bore — ^if I may venture to use an expressive 
term; but I protest against the conduct of tho^Q '^Vo 
would always keep the hoard ont of sight, and ^lio eaiaio\» 
or wiD j2oi see that they tiemselves are guilty oi "vm.- 
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sociability in compelling one always to give up his amuse- 
ment for the sake of joining in theirs. They should occa- 
sionally at least allow him to enjoy himself in what he 
considers the most agreeable manner. And it is seldom 
indeed that games of such an arduous character as to 
require the whole attention are played, except in matches 
in the club-rooms. 

Ordinarily, in my experience. Chess-players are of a 
very social disposition, and, even whUe engaged in play, 
can enter into and enjoy the pleasures of conversation as 
weU as other people. Few who were present will forget 
those delightful mornings at the Bristol Club, when the 

lamented Dr. E , afterwards Archbishop of T ^ 

with his rich, manly voice would troll forth a song of the 
olden time, until one might easUy be persuaded he was a 
relative of the veritable Clerk of Copmanhurst himself; or 

when the jest-loving Captain B would bring out a 

droU saying or piquant joke with such inimitable gravity; 

^hen J W , and W T , and G P ^ 

and A P , cum multis aliis, were there, each in 

turn contributing to the general pleasure. Never hence- 
forth let it be said that Chess-players are unsocisJ, even 
over their game. 

In a wider sense, also, I advocate an extension of the 
royal pastime. The cricket-ground is deservedly held up 
as an example, as tending to bring together, upon terms 
of equality for the time, peer and peasant, gentleman 
and working man. Chess does the same t hing s and to 
a much greater extent, for the kindliness and good feeling 
engendered are less quickly dissipated. It may be in the 
nature of things that equality of the mind more lastingly 
overrides worldly distinctions than does equality of a 
bodily kind; at all events, whatever the social condition 
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of a man^ if he display a talent in this game, and become 
proficient in it, he will be looked up to and respected 
by those above him in common estimation in a manner 
which is seldom or never known on the cricket-field. This 
of itself should be a strong inducement for all to aid in 
the spread of the game ; because, if a man is able to and 
does make himself more respected by his superiors, he 
will inevitably feel a higher respect for himself and his 
aspirations will be correspondingly raised. To this result 
Chess undoubtedly contributes in an eminent degree ; and 
not only so, but, by taking the place of more harmful 
amusements, it would conduce to the moral elevation of all 
classes. Let the ladies consider what a blessing such a 
fascinating game might become in their hands ; let them 
once feel the truth of this and act up to it, and who can 
calculate the amount of good that would be effected ? 

This brings me to the second assumption referred to, 
that a knowledge of Chess is difl&cult of attainment. There 
never was a greater mistake. It may be — I admit it is — 
exceedingly dif&cult to attain to first-rate skill, and it takes 
long-continued and attentive practice to become even a 
good player ; but a moderate proficiency is easily acquired, 
and there is this advantage in it as compared with most 
other games, that even beginners derive an equal or possi- 
bly a greater amount of pleasure than adepts : one of the 
latter playing against a learner, and giving sufficient odds 
to render the contest even, both will be gratified and 
excited in an equal degree. 

For it is the excitement of the game which constitutes 
the chief pleasure. Although I do not agree that Chess- 
playing is in most cases a test of the ability of nmid — m 
very few instances do I believe it to be so, — yet ttie fe^^m?, 
that jrour bmin is tborongbly pitted against that oi ^wxt 
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opponent, that extraneous circmnstances have little or no 
iniiuence on the result, but that if you lose it is your own 
fault or misfortune — ^this feeling of agreeable excitement 
gives a higher tone and character to the game than other 
amusements possess, and renders it superior to them. 

A game at Chess is usually divided into three stages — 
the opening, the middle, and the end game. The opening 
and the end game, or, rather, the modes of conducting 
them, may be kamed, being to a certain extent fixed and 
determinate in the principal variations. For instance, 
take, say, the " King's Grambit." On referring to this, the 
student will perceive that the effects of the various methods 
of beginning on both sides have been analyzed, and having 
a knowledge of these analyses, you will be enabled to con- 
duct the game properly up to a certain point. Similarly 
with end games; being acquainted with analogous posi- 
tions, you can at once decide on your best mode of play. 
But between the point where the opening terminates and 
the end game commences there is the middle stage, in 
which the player is thrown entirely upon his own resources, 
and proficiency in the conduct of which can only be gained 
by experience; for, owing to the illimitable number of vari- 
ations which may occur, knowledge in this case is impos- 
sible. Nothing can aid you but experience ; and this must 
be attained by practice against strong players, or by the 
careful and critical study of good games. 

I have known amateurs, gifted with retentive memories, 
who knew quite as well as myself, or even better, the 
openings and endings, and yet I was able to give them 
odds. The reason was, that in the middle stage, whether 
from a deficiency of experience, judgment, power of cal- 
culatioii; or what I know not, they were much inferior, 
and all I had to do was to make an. \xxi\x&wal move to 
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get them out of the " books," and they were immediately 
at sea> so to say— deprived of the benefit of their excel- 
lent memories, and consequently at a great disadvan- 
tage. The middle game being of paramount importance, 
especial attention should be paid to it, and more par- 
ticularly by beginners. Hitherto, however, this point 
has been somewhat neglected. The standard works 
upon the game already published in this country leave 
nothing to be desired by the advanced player, but they 
are not sufficiently explanatory for the use of a learner. 
In playing over a game in one of them, such "notes" 
as the following are frequently met with: — "White evi- 
dently dare not capture the Eook, on account of the 
threatened mate in six moves;" or, "Had he played the 
obvious move of P to K Kt 4, White, by sacrificing his 
King's Knight, would have obtained a splendid attack." 
What can a novice understand from such instructions as 
the above ? How is he to find out a mate — ^possibly a 
difficult one — ^in six moves ? or how is he to know in what 
manner to carry on an attack against various defences after 
sacrificing a piece ? Kemembering my own difficulties in 
such cases when learning, I thought how much my study 
of the game would have been facilitated had I possessed a 
work which really showed me such things ; and these con- 
siderations led to the writing of this book. 

In the following pages, while giving the principal and 
most approved modes of conducting the attack and defence 
in the openings and end games, I have devoted most of 
my attention to explaining the reasons for the moves made, 
pointing out why they were selected and others rejected, 
in the middle stage. Such I believe to be the Yy^sX* T£\fe^Ci^ 
of teaching the game; and it has none of the drjne^^ ^ja^o* 
dated with the study of openings alone, \>u\. ^aa TaR»xS:t 
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the same amount of interest, with much more of instruc- 
tion than plajing a game against any but a thorough 
proficient 

I must observe that I have by no means exhausted 
the variations in any of the games ; having, indeed, often 
merely suggested or even entirely omitted them, so that 
the student may exercise his own skill in discovering the 
proper moves. I may also have frequently overlooked 
the best modes of play, and I cannot venture to hope that 
my analyses are strictly correct in all cases. Morphy 
himself was liable to mistakes ; how much more likely, 
then, that I should often fail ! But I have taken care to 
verify over and over what I have done, and have endea- 
voured to omit nothing which is either instructive or 
interesting, subject to the necessity of not exceeding the 
space at disposal; and I trust comparatively little fault 
can be found with the result of my labours. My inten- 
tion was, not to write a perfect work upon the game — for 
which I am neither folly qualified, nor have the necessary 
time at command — ^but to produce a book which should be 
a popular guide to Chess, and enable a knowledge of its 
many beaaties to be obtained more easily than has 
hitherto been the case. For such shortcomings, therefore, 
as I may have been guilty of, and for such errors as I may 
have committed, I beseech an indulgent forbearance, 
hoping and believing that my efforts will tend in some 
measure to a wider dissemination of the practice of the 
noble game. With reference to the examples given, I 
am not aware of any other work which, taken altogether, 
contains a collection of finer or more instructive games and 

« 

studies, for it has been my anxious desire to select at once 
the most brilliant and most interesting specimens available 
to me. 
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HISTOEY OF THE GAME. 



The origin of Chess is surrounded by the mists of ages, 
and innumerable have been the hypotheses oflfered from 
time to time in explanation of the mystery. Since the 
researches of Dr. Forbes, however, there is little doubt 
entertained that it was first practised by the Hindoos, and . 
was derived from them by the Persians, who were the 
means of introducing it to the Western world. 

The Hindoo Puranas, writings attributed by Professor 
Forbes to an age 3,000 years before the Christian era, treat 
of the game under the title of Chaturanga, a term obtained 
by the union of two Sanscrit words — chatur^ four, and anga^ 
a member, — meaning that the game consisted of four com- 
ponent parts. There were four players, each of whom had 
four pieces and four pawns — a king, an elephant, a horse, 
and a ship, and their respective foot soldiers. The intro- 
duction of a ship upon a field of battle — of which the 
game is an evident representation — may at first sight 
appear to be a great anomaly, but it is not really so ; on 
the contrary, it is one of the best proofs that the game is 
of Indian origin. The iromense plains of the Punjaub 
and of the Ganges, lying low, were in former times covered 
during a great portion of the year with water, and while 
this was the case all military operations must unavoidably 
have ceased had not ships or boats been employed for the 
conveyance of the troops, their stores, &c. It will be seen, 
therefore, that the ship was a necessary part of the materiel 
of an army, and hence its introduction into Chaturanga, 
so far from violating probabilities, was the legitimate result 
of the association of the game with warfare. 

There being four players, as a matter o? neeeE^itej ^Jcl'^ 
leapectire forces were variously distrnguiakeSi, \i^mit 
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coloured red, green, yellow, and black; and, although each 
moved independently, yet the red and yeUow were part- 
ners, and the green and black. Each player occupied a 
seat opposite one side of the board, and their men were 
placed on the first two ranks of four squares from the left- 
hand comer, in the following manner: — ^The ship was 
placed on the comer square, the horse next to it, along 
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the nearest rank, the elephant next to the horse, and the 

king on the fourth square from the comer ; the pawns, or 

foot 8oldieT8j were placed in front of the pieces, on the 

second ranks. The partners occupied oppos&ft ^vSj^ q4 tlaa 
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board, so that when the field, of battle was arranged at the 
commencement of a game it presented the appearance ex- 
hibited in the preceding Diagram. 

The king moved one square only in aU directions, 
jnst as the King moves at the present day ; the elephant 
had power to traverse the whole length of the board in 
four straight directions, but could not move diagonally — 
the same as the Rook's move now ; the horse moved two 
squares in either of the four straight directions, and then 
one square at right angles on either side, commanding 
only the last mentioned — exactly the present move of 
the Knight; and the ship commanded the next square 
but one diagonally to that from which it started, jumping 
over the intervening square, and having no power over it, 
—it therefore hopped over any piece, whether antagonistic 
or not, which stood on the next diagonal square ; lastly, 
the pawns moved one square forward at each move, but 
could only capture diagonally at either side. The moves 
were regulated by the throwing of an oblong, four-sided 
die, on which were the numbers 2 and 5, and 3 and 4, 
respectively opposite each other. K the 5 turned up, 
the king or one of the pawns had to be moved ; if the 
4, the elephant ; if the 3, the horse ; and if the 2, then 
the ship had to be played. It is evident, therefore, 
that in this primitive form of the game chance was a 
material element in determining the result. When either 
of the two middle pawns reached the end of the board it 
assumed the powers of that piece, either elephant or horse, 
whose square it had attained ; but if either of the other 
two pawns, the king's or ship's, arrived at its eighth square, 
it was not entitled to promotion; nor could a playet \i^Nm% 
three pawns still remaining on the board claim "pTOiiLO^AOU 
for Ma elephant's or bia horae'a pawn, altlxougki it isa^t 
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have reached the end of its journey. With a ship and a 
pawn only remaining, the pawn was subject to no restric- 
tion whatever as to promotion when it became entitled to it 
by attaining the eighth square, and could become any piece 
desired. If one of the kings was left on the board without 
any pieces belonging to him, the game was drawn, and, 
under certain circumstances, the whole of the ships could 
come into the possession of one player, and be used by 
him as his own pieces. If either player could get his own 
king upon the square of his partner's king, the latter retired 
from the game, and the former assumed the control of the 
united forces. 

Such was the most ancient form of Chess and the mode 
of playing it, and such it continued, it is believed, for 
three or four centuries before the sixth century of the 
present era, the only alteration made being the changing 
of the ship into a chariot. From the rules of the game, 
however, it is evident that frequently, after a number of 
moves had been made on each side, there would be two 
players only left, having occupied their respective allies' 
kings' squares with their own kings ; — nay, it is highly pro- 
bable that the contest from the very beginning was often 
conducted by two players only, each taking two of the 
forces. There is also undoubted reason for believing that 
the use of the dice was soon discontinued. The game thus 
became a mere trial of skill; and what more likely than 
that in time it was found very inconvenient that the pieces 
under the control of each player should be divided into 
two armies, stationed at different sides, and that at last 
they were naturally united together at the same side of 
the board ? Little change is necessary to effect this. The 
black men we will suppose to be under the control, pro- 
perljr, of the player on one side •, Taaymg no ^^xV.h'^t, ha has 
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also the command of the green pieces, and he brings the 
latter across the board, and ranges them alongside the black 
in the reverse order, the green king next to the black king, 
the elephant next, then the horse, and the ship or chariot 
in the right-hand comer; the green pawns would, of 
course, take their places in front. But this gives him two 
kings, and, as it was a principle that there could not 
be two monarchs over oiie kingdom, one of them was 
degraded to the rank of a counsellor, and had a different 
move assigned to it, — ^namely, it commanded the adjacent 
diagonal squares, but not the straight ones — ^being, in fact, 
shorn of half its former regal power. At the same time, 
in order to give the ships or chariots more liberty on the 
first move, they were made to change places with the 
elephants, by which means they were enabled to command 
two squares each when they were at home, instead of only 
one as before. The old names, however, continued to be 
attached to the squares, so that perhaps it would be more 
correct to say that the moves of the elephant and chariot 
were in the altered game transferred to each other respec- 
tively. 

Thus arose the second form of the game, or the medi- 
aeval, as it may be termed. In the sixth century, during 
the reign of Eisra Naushirawan, who was contemporary 
with Justinian, and was the Chosroes of the Byzantines, 
this mediaeval game, as we learn from the Persian and 
Arabic historians, was introduced from India into Persia, 
from whence the Arabians obtained it. "By a natural 
corruption of the pure Sanscrit word [Chaturanga]," says 
Sir William Jones, " it was changed by the old Persians 
into Chatrang; but the Arabs, who soon after \jOC^ 
possession of their country, bad neither the mitisl 'Xiot 
final lei^r of that word in their alphabet, and coiiseq\i<wi^^ 
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altered it farther into Shatranj, which found its way pre- 
sently into the modem Persian, and at length into the 
dialects of India, where the true derivation of the name is 
known only to the learned." Thus the mediaeval game is 
called Shatranj, as distinguished from the primeval Cha- 
turanga. In this Shatranj, a pawn on reaching the eighth 
square could only become a counsellor or Farzin, and a 
peculiarity called the "Ta'biyat," or battle array, was 
introduced, that the first player might make his first 
twelve moves at once, without crossing the middle of the 
board, and then his adversary was entitled to his twelve 
moves under the same conditions. This was no doubt in- 
tended to facilitate the commencement of actual fighting, by 
getting the pieces quickly into a hostile or defensive position. 
The game was won in three difiFerent ways : — 1st, when check- 
mate was given ; 2nd, when all the forces were gone on one 
side ; and 3rd, when, under certain restrictions, stalemate was 
given. When either player was stalemated (not, however, 
when he had no other piece or pawn than the king, as then 
he lost the game under the second rule), the king was 
allowed to change places with any piece or pawn he had 
left, provided he did not, by doing so, go into check. The 
changed piece was called the " victim," from the great pro- 
bability of its being captured in a move or two. If the 
king could not change places without going into check, the 
player to whom it belonged was vanquished. If stalemate 
was given when capturing the last of the forces, the game 
was won by the player making the capture. As a matter 
of necessity, from the limited nature of the moves of the 
bishops and queens, there must have been a great number 
of positions in which the game could not be forced by the 
player having a numerical superiority, and numerous deci- 
sions respecting the winning or drawing of the game with 
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certain forces on the board are given in the old authorities. 
I need not, however, farther allude to them. Besides the 
Shatranj several varieties of the game were occasionally 
played, such as employing boards of a hundred squares^ 
oblong boards of sixty-four squares, &c., the game of the 
astrologers, TLmur's great game, and others. 

As previously mentioned, Shatranj was introduced into 
Persia fipom India about a.d. 531 to 579, and half a cen- 
tury later we find it known to the Arabs, who soon attained 
great skill in it. Early in the seventh century it had 
reached Mecca and Medina, the sacred cities of the Mus- 
sulmans, carried thither, doubtless, by the annual pOgrims ; 
and about the middle of the same century the Byzantines 
had become acquainted with the game, which they called 
Zatrikion. There is every reason to believe that it was 
entirely unknown to the ancient Greeks. In 711 the 
Arabs crossed the Straits of Gibraltar into Spain, and sur- 
mounted the Pyrenees, and in all probability they intro- 
duced Chess with them. Several things bear out the 
^ supposition. From Spain they no doubt carried it further, 
to the people of Aquitaine, and they would subse- 
quently communicate it to the Franks, from whom it is 
reasonable to conclude that in the course of another cen- 
tury it found its way northwards as far as Scandinavia. It 
is, however, possible that it may have been introduced to 
some parts of Central Europe from Constantinople, as well 
as from Spain, somewhere about the eighth century. 

The game was, it is conjectured, brought to England a 
little before the middle of the tenth century. Canute the 
Great was a lover of it, for it is related that he and Earl Ulfr, 
his sister's husband, played together, and in the course of a 
game the latter won one of Canute's knights. The king, 
however, ^ould not allow his piece to be captured, and tiha 
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earl thereupon overturned the board and quitted the room. 
" Ulfr, thou coward, dost thou fly ? " asked the monarch ; 
upon which he returned to the door, and replied, " You 
would have taken a longer flight on the river Helga had 
I not come to your assistance when the Swedes beat you 
like a dog — ^you did not then call me a coward." Some 
days afterwards the bold earl was murdered by the king's 
orders. This Ulfr had a sister, who became the wife of Earl 
Godwin, and mother of Harold, the last of the Saxon kings 
of England. 

Of all theEuropean countries Russia alone was acquainted 
with the Chaturanga, the primitive game of the Hindoo 
sages, and it was most likely introduced direct from India 
by the Tartars or Moguls over the vast steppes of Central 
Asia. This is proved by the fact that the Russians call 
the rook a ship, as in the most ancient form of the game, 
before it was modified into the Shatranj. 

The change into the modem game originated in Spain 
about the year 1495, and the alteration was gradually 
adopted throughout Europe, minor innovations being 
effected from time to time until it was played as it is 
at the present day. The only country which has not fully 
adopted these changes is Italy, where even now the 
"King is allowed in castling to be played to the Rook's or 
Knight's square, and the Rook to King's or Bishop's square 
contrary to the practice adopted by the rest of the nations 
by whom the King is always moved over the square next 
to his own, and the Rook brought to the opposite side and 
placed on the square so passed over. 

Such is a brief epitome of the history of this wonderful 
game — wonderful alike in its charms and enticements, and 
in the marvellous hold it has retained upon the mind of 
man, from the earliest days to the present. The swarthy 
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• Hindoo, the dweller on the banks of the sacred Ganges in 
the morning of the world, the gallant Persian, the war- 
like Arabian — each in his tiun has been enchanted by its 
subtleties and its fascinations. The all-conquering Mussul- 
man, the fanatic Saracen, and the pious Crusader— each in 
his turn has enjoyed its entrancing ingenuities. From the 
scorching deserts of the Tropics to the frozen wastes of 
the Arctic Circle its numberless votaries have dwelt with 
rapture on its bewitching delights; from ages before the 
si^e of Troy it has given strength to the' overtasked mind, 
and has re-invigorated the wearied body. It has been a 
source of solace to those suffering from the cares and 
anxieties of this chequered life, and of keen enjoyment 
to those free from all harassing thoughts and troubles. It 
has ministered to the pleasures of the mightiest monarchs, 
and has taught the very humblest to be content with their 
lowly lot. 

But its charms are as fresh now as they were to the 
sages of the hoary past, to the fiery warriors of the burn- 
ing East, and to the gallant knights and lovely dames 
of the feudal days. It is never repeated by itself, for its 
pleasures are inexhaustible ; and till the end of the world's 
history it wiU gratify and delight at once the young and 
the aged. In the quaint language of an old English writer, 
" whereas there is 64 houses in the chess-board, there may 
be consequently as many varieties of games as 64 can be 
altered, which are more than there have been minutes since 
the Creation ; therefore, there is no such rule found out at 
this game, as who shall play according to it, must neces- 
sarily win the game." 

There is one caution I may be allowed to give. Potent 
though its allurements are, young players should remember 
that their enthusiasm for Chess must never be permitt^^ 
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to exercise too great an influence over them. They should 
not disdain a moderate degree of skill, for it is given to but 
few to rival a Morphy, a Staunton, or a Lowenthal; and 
it ought never to be forgotten that the proper mission of 
the game is fulfilled only when it is used as a means of 
afiTording relaxation and amusement, to relieve the mind 
when it is fatigued with the pressure of more important 
duties, and to conduce to the greater enjoyment of those 
hours when the thoughts are unaffected by the perplexities 
and solicitudes inseparable from our finite existence here. 

I cannot conclude this Introduction better than by the 
following humorous old quotation respecting — 

" The Diver sitie of Mates, 

"The Queenes Mate, a gracious Mate. 
The Bishops Mate, a gentle Mate. 
The Knights Mate, a gallant Mate. 
The Rookes Mate, a forcible Mate. 
The Fawnes Mate, a disgraceful Mate. 
The Mate by discovery, the most industrious Mate of all. 
The Mate in a comer of the Field, Alexander's Mate. 
The Mate in the middest of the Field, an unfortunate Mate. 
The Mate on the side of the Field, a Coward's Mate. 
The bUnde Mate, a shamefull Mate. 
The Stale, a dishonourable Mate. 
The Mate at two Draughtes [moves], a Fooles Mate." 
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CHAPTEE L 

Thb forms of the Chess-boaid and men are so well known 
that they scarcely need description, but in order that even 
those nnacqnainted with them may thoroughly understand, 
I wiU now give an explanation. 

THE BOABD 

is square, and divided each way into eight divisions of 
equal size, so that altogether it is, composed of sixty-four 
squares. These are alternately coloured black and white, 
or otherwise according to taste ; but this is simply an arbi- 
trary distinction, not at all necessary to the game. In fact, 
for a long time after the invention of Chess the lines mark- 
ing the (Uvisions of the squares were alone used, and up to 
the present day we are told the Asiatic and African boards 
are of a siogle colour, simply divided into the squares. A 
traveller relates that he has seen Moors sitting upon the 
ground, which has been marked off into a rude representa- 
tion of the board, and playing Chess with black and white 
pebbles of different sizes. . The colours are employed 
merely for the purpose of aiding the eye in ranging over 
the board, enabling the bearings of the pieces on the various 
points attacked to be more readily appreciated. Another 
arbitrary rule— depending, indeed, upon the use of the 
colours — ^is thaty in setting up the men for the commence- 
ment of a game or the study of a position, the players must 
have the white comer squares at their right hands. The 
advantage of this is that, the Queens being — as ^fhOl \^ 
learnt presenflr—ii/TraTs placed at the banning -apoxi ^2hft 

c 
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" nearest central square " of their own colonrs, the positions 
of the men are fixed and determinate, and they cannot 
possibly be misplaced except by an oversight. 

THE MEN. 

The number of the men employed is thirty-two ; sixteen 
for one player being white, and the sixteen for the other 
player — which correspond in everyway except as to colour 
— ^being black. These sixteen men comprise the following 
eight " pieces : *' — 

WHITJI, BLACK. 



One King 



One Queen 



Two Books, or Castles 



Two Bishops 



Two Knights . 
And, in addition — 



Eight Pawns , 






I 



A X 



^ 





i 



The King and Queen are made somewhat alike, generally 
rather taller than the rest of the pieces ; the difference 
between them consists in the King having a kind of crown 
si^ iJ2e top, while the Queen has simply a round knob. If 
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there should be the slightest doubt upon this point, the best 
way will be, when purchasing a set, to ask the dealer which 
is the King and which the Queen, and, noting the differ- 
ence, accurately to bear it in mind. This is necessary, as a 
confusion in the thoughts leading to moving the King as a 
Queen, &c., would almost inevitably lose the game. The 
Books are shaped like Towers or Castles — ^hence they are 
occasionally called by the latter name ; the Bishops are cut 
through at the top, something like a bishop's mitre ; and 
the K nights are dignified with horses' heads. Mr. Staun- 
wf^o. rd«u,gui.h the Ktag'. pi«», ftoM th. 
Queen's is of great value. If not already done by the 
maker, I mark mine by painting a red circle on the top of 
the White King's Eook and a red spot between the ears of 
the White Eling's Knight, similarly marking the Eed 
King's Eook and King's Knight with white paint. The 
Pawns are smaller than the pieces, and are all similar to each 
other, no distinction being required between them. 

NOTATION. 

The various squares into which the board is divided have 
each a distinctive name, a knowledge of which is requisite 
to enable the student to play over a game or an analysis 
fix)m the book. There ar§ several systems in use in various 
countries, and a great want of the Chess world is a imiversal 
notation, by means of which any one might study a game 
printed in a foreign language — ^that is, the moves printed, &c. 
— ^without being at all acquainted with the language. Many 
proposals have been made for establishing such a imiversal 
style, but aU more or less open to serious objections in the 
eyes of the upholders of rival systems. Under tli^^^ ^\t- 
cumstances the only thin^ to he done is to adopt \Xie tloW 
tion which IS most commonly — ^indeed, almost iirvax^aXi^^- 
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used amongst those speaking the English language. It is 
simple, being founded upon the names of the men, and, 
although not so concise as might perhaps be wished, is ex- 
pressive ; and this, after all, is the main point in requisition. 
Place the board in front of you, with a white comer square 
at your right hand, and you will observe that there are 
eight rows of squares running from right to left ; these are 
styled " ranks." There are also eight rows running from 
you towards where your opponent would sit, opposite, and 
these are distinguished as " files." Now look at the "rank " 
nearest you, and you will perceive that the fourth square 
from your left hand is a white one — it is your white "nearest 
central square." On this square, supposing you to be 
playing with the white men, your Queen must b^ placed. 
Then put the King on the (black) " nearest central square " 
next to it ; place the two Bishops on the nearest squares 
next to the King and Queen, the two Knights next to the 
Bishops, and the two Eooks next, the latter thus occupjdng 
the comer squares. Now arrange the Pawns on the second 
"rank," in front of the pieces, and your men are ready for 
a g&me. Proceed in the same way with the black men on 
the opposite side of the board. But here you wiU find that 
the black " nearest central square " is the fourth from the 
right hand ; on this you must place the Queen, and arrange 
the rest of the men as before. And now on examining the 
board you will find that the Kings are opposite each other, 
as are the Queens and the other pieces respectively ; and we 
also deduce a further guide to placing them in their proper 
positions, namely, that the white Queen stands on the left 
hand of the King, while, on the contrary, the black Queen 
is on the right hand of the Kiog. The following is a dia- 
gram of the position : — 
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We come now to the names of the squares. The one on 
which the King is placed is called the Eing^s square, and 
the one on which the Queen stands is the Queen's square. 
The pieces on the King's side are designated the King's 
pieces, and the squares on which they stand are called after 
them, as are also the files they are on ; therefore the King's 
Bishop stands on the King's Bishop's square, on the first 




square of the King's Bishop's file ; the King's Knight stands 
on the King's Knight's square, the first of the King's Knight's 
file ; and the King's Book on the King's Book's square, the 
first of the King's Book's file. Sunilarly the Queen'^ \\w» 
stand on the Queen's Bishop's square, the QueenL^^JQ^^^ 
aguai^ and the Queen's Rook's square, the fiiat aK\v3L»^ "^^ 
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spectively of the Queen's Bishop's file, the Queen's Knight's 
file, and the Queen's Book's file. When we get to the second 
" rank " we still apply the names of the pieces as just ex- 
plained, and not only to the squares and files, but also to 
the Pawns. Thus the Pawn in front of the King is called 
the King's Pawn, and the square on which it stands the 
King's second square. The Queen's Pawn is similarly named, 
standing on the Queen's second square, and so on — ^the 
King's Bishop's Pawn standing on King's Bishop's second 
square, the King's Knight's Pawn on King's Knight's second 
square, the King's Book's Pawn on King's Book's second 
square, the Queen's Bishop's Pawn on Queen's Bishop's 
second square, the Queen's Knight's Pawn on Queen's 
Knight's second square, and the Queen's Book's Pawn on 
Queen's Book's second square. In this way we proceed, 
each rank of squares being designated by its number from 
you and by the name of the file on which it is, until we 
reach the opposite side, which is your King's eighth square. 
Queen's eighth square. King's Bishop's eighth square. 
Queen's Knight's eighth square, &c. But now occurs a 
somewhat puzzling circumstance — at least to a beginner. 
One would have thought that the above notation was 
amply expressive for both players, but it has not been 
deemed so. It was doubtless imagined that it would be 
confusing for Black to reckon the nearest " rank " to him- 
self as the eighth, and that which is farthest away from 
him as the first. At all events, it was determined to allow 
him to reckon from his own side of the board, as White 
does from his, and thus arises the fact that every square 
on the board has two names, one for each player. White's 
King's eighth square, being nearest to Black, is the King's 
square of the latter. White's Queen's second square is 
jBlaek'8 Queen's seventh square, White's King's Book's 
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sixtli square is Black's Bang's Eook's third square, White's 
Queen's Knight's fourth square is Black's Queen's Knight's 
fifth square, &c. ; and, of course, vice versa. The following 
diagram will make this clear, and the principle of notation 
should he attentively studied before going further, until it 
is perfectly understood : — 

•Hona 





Q.Kt.8. 


•bra-^ 
Q.B.8. 


•be-^ 
Q.8. 


•b8*3 
K.8. 


•bfl*a-3 
!K*Bt8* 


•bB*!»3*3[ 
E.Et.8. 


•bra*3 


'Z'U'h 
QJL7. 


QJCt.7. 


Q.B.7. 


'Z'b 
Q.7. 


K.7. 


•s'a*3 

K.B.7. 


Z.Kt.7. 


K.E.7. 


QJL6. 


Q.Et.6. 


•8'a*^ 
Q.B.6. 


'2'b 
Q.6. 


K.6. 


ras 

£«B*6« 


K.Kt.6. 


•8-a'2 

K.B.6. 


QJU. 


Q.Et.6. 


Q.B.5. 


Q.6. 


T3 
K.6. 


Ta-3 

K.B.6* 


E.Et.6. 


E.B.6. 


QJL4. 


Q.Et.4. 


•9-at) 

Q.B.4. 


•9-^ 
Q.4. 


•93 
Z.4. 


•9-a*3 

K.B.4. 


•9!»2*2 
E.Kt.4. 


•9*a*2£ 
E.B.4. 


QJRJS. 




Q.B.3. 


0.8. 


•9*3 
Z.3. 


•9-a'3 

A*B.8« 


A*£tt8« 


•9*a*3 

K.B.3. 




•n3t> 


Q,BJ2. 


Q.2. 


•Z-3 
Tr.2. 


•za-3 

K.B.2. 


E.Et.2. 


•z-a*3 




Q.EtA 


•sa*^ 

QJBjiq. 


•8*^ 
Q.8q. 


•8-X 
K.8q. 


•8*a*2 

E.B.8q. 


K.Kt.sq. 


•8-S*2 
E.Bjiq. 



WHITE. 



Looking at this diagram as it is printed, the " white '* 
names of the squares are at the bottom of each. After 
learning them, turn the diagram upside down, wckiSL ^csvx 
will find tha "black" names of the squares ate, m'\S^'^ 
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eight squares. But on one of the side files or top or bottom 
ranks he commands five only^ and when on a coiner square 
he commands but three. 

The Queen moves like the Kingin any direction, but for 
any distance if not interrupted by another piece. Thus, 
placed on King's fourth, she commands King's third. King's 
second, King's square; Queen's third, Queen's Bishop's 
gecond. Queen's Knight's square ; Queen's fourth, Queen's 
Bishop's fourth, Queen's Knight's fourth. Queen's Book's 
ibnrth; Queen's fifth, Queen's Bishop's sixth. Queen's 
Knight's seventh. Queen's Book's eighth; King's fifth. 
King's sixth, King's seventh, Eling's eighth ; King's Bishop's 
fifth, King^s Knight's sixth, Eling's Book's seventh ; King's 
Bishop's fourth, King's Knight's fourth, King's Book's 
. fourth ; King's Bishop's third, King's Knight's second, and 
King's Book's square. She therefore, from the centre of 
the board, commands twenty-seven squares — ^that is, when 
landing ^u a square four f«>m the die. When, however, 
she is on a square three from the side, it will be found 
by experiment that she commands twenty-five squares 
only ; when on the second line from the side she commands 
twenty-three, and when at the side twenty-one. It wiU 
be noticed that the Queen can only move in a straight or 
diagonal direction — ^uniting, as will be seen directly, the 
moves of the Book and the Bishop. She cannot move in 
a curve, or to form an angle in her course. 

The Book moves any distance, but only in straight lines, 
along the " ranks " and " files." On King's fourth he com- 
mands King's third, King's second, King's square ; Queen's 
fourth, Queen's Bishop's fourth. Queen's Knight's fourth. 
Queen's Book's fourth ; King's fifth. King's sixth, Bang's 
seventh. Sling's eighth; King's Bishop's ioutfti, "Xic^^ 
Knight'^ foaHli, and King's Book's fourth. H.^ ttiBN&s» 
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commands foxirteen squares, and this — a peculiarity sliared 
by none of the other pieces — ^he does from any square on 
the board. 

The Bishop moves only along the diagonals, but for any 
distance ; thus arises a singular circumstance confined to 
the Bishops, that they never change the colours of the 
squares they traverse : your King's Bishop (White's), being 
on a white square at the commencement, can never be on 
a square of the same colour as your Queen's Bishop, which 
at the beginning is on a black one; thus also White's 
King's Bishop is always on the same colour as Black's 
Queen's Bishop, and his Queen's Bishop on the same 
colour as Black's King's Bishop. On King's fourth the 
Bishop commands Queen's third, Queen's Bishop's second, 
Queen's Knight's square; Queen's fifth, Queen's Bishop's 
sixth, Queen's Knight's seventh. Queen's Eook's eighth ; 
King's Bishop's fifth. King's Knight's sixth. King's Eook's 
seventh; King's Bishop's third. King's Knight's second, 
and King's Book's square. It commands thirteen squares. 
This is from the fourth line from the sides; on the 
third line it commands eleven squares, on the second 
line nine squares, and on the side lines seven squares 
only. Adding these numbers respectively to the number 
commanded by the Book from any square (fourteen), 
we get twenty-seven, twenty-five, twenty-three, and 
twenty-one, the number of squares commanded by the 
Queen on the several lines. 

The EIkight has a most peculiar move, but the usual 
definition of it has caused a simple act to be considered a 
difificulty. We are told that the move is not easy to describe 
without the assistance of a diagram, that it is '' one square 
in a straight line, and one in an oblique direction," that it 
js **a combination of the shortest move of the Book and 



THE MOVES. 27 

tlie shortest move of the Bishop," thus leaving the learner 
— unless he is personally shown — quite ignorant of the 
squares on which the move may end. In part explanation 
of this obscurity we are informed that the oblique move, 
after the straight one, is. always away from the square on 
which the Knight stood. This is surely manufacturing a 
difl&culty ; the Knight's move is simply two squares of the 
Eook's move, and then one square at right angles, finishing 
on the last-mentioned, and having power over it alone. 
From this it is evident that the Knight always moves from 
a white square to a black one, or the reverse. On King's 
fourth, the Knight commands Queen's second, Queen's 
Bishop's third, Queen's Bishop's fifth, Queen's sixth. King's 
Bishop's sixth, King's Knight's fifth. King's Knight's third, 
and King's Bishop's second. In the centre, and indeed on 
the fourth and third lines from the side, it commands eight 
squares, on the second Une it commands six ; at the side 
of the board, more than two squares from a comer, it com- 
mands four, on the side square next to the comer it com- 
mands three, and on a comer square it commands only 
two. But owing to its peculiar move the Knight has the 
power of passing over the heads of any of the pieces or 
Pawns, nothing stopping it but the fact of men of its own 
colour being on the squares to which it might otherwise be 
played. 

The Pawn has more variety in its move than any of 
the pieces. It can move only forward, in a straight line, 
and but one square at a time after the first move. But on 
this first move it has the privilege of being, if desired, 
played two squares — ^from King's second it may go at once 
to King's fourth. (This move is subject only to the adver- 
sary's power of capturing in passing, which 'WiJl \>^ io\aA 
explained in tie ''Technical Terms " m the uexJ:! ctia?g\«t 
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nnder the heading of "JFn PassaTvtr) This privilege of 
moving two squares is an innovation of modem times — 
that is, modem in the history of the game, — ^and its object 
is to bring the opposing forces more qidckly together, lead- 
ing to a more dashing game than of old, when the Pawn 
was restricted to one square on the first move, as is the 
case at the present time in the East. Again, the Fawn 
does not take as it moves, but diagonally, like the Bishop. 
Suppose, at the beginning of a game, that White plays his 
King's Fawn to King's fourth, and that Black replies with the 
same move ; White cannot now take the Black Pawn — each 
Pawn is blocked, and prevented from further progress until 
one or other of them is removed. If, however, White next 
plays his King's Bishop's Pawn to King's Bishop's fourth, 
Black's King's Fawn can (diagonally) take White's King^s 
Bishop's Ps^wn, and, doing so, is placed on (Black's) King's 
Bishop's fifth, the White King's Bishop's Fawn being taken 
off. [In Chess, taking a piece or Fawn is accomplished 
by removing it from the board and placing the man 
making the capture upon the square previously occupied 
by the one captured.] It is apparent, therefore, that the 
Pawn commands only two squares, those diagonally in 
front of it. The most important privilege of the Pawn, 
however — one which exercises an immense influence on 
the game — is that if it reach the eighth square it may 
be immediately exchanged for any piece the player 
chooses. This privilege, as a matter of course, frequently 
leads to a fine sacrifice, a player giving up one or even 
two pieces for the purpose of safely pushing on one of 
his Pawns, when he obtains another Queen for it, and 
wins. 
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VALUE OF THE MEN. 

An accurate knowledge of the estimated values of the 
men is a point of some importance, especially to young 
players, for their guidance as to whether they will benefit 
or otherwise by an exchange. As a matter of course, it 
may happen, in certain positions, that a minor piece, or 
even a Pawn, is of more real value than a Queen ; but this 
is not the point of present discussion — simply the relative 
values, of the men under ordinary^ circumstances. Some 
time ago an elaborate article upon this subject was pub- 
lished in the Berliner Schachzeitung, and I cannot do 
better than give an abridgment of it, the more so as I 
believe the conclusions of the writer to be correct 

The King, not being liable to capture, cannot be com- 
pared with the other pieces. His aggressive power, how- 
ever, is generally considered as greater than that of the 
Knight or Bishop, and less than that of the Book. 

Taking the Pawn as one, the Knight may be considered 
as worth three. The Bishop has greater scope in the com- 
mand of squares than the Knight ; he can threaten at a 
distance ; the only disadvantage is that he cannot change 
his colour. But the Knight cannot gain a move, and most 
players have preferred the Bishop to the Knight. If we, 
therefore, value the Knight at three Pawns, we may 
safely estimate the Bishop at three and a half. It is ad- 
mitted on all sides that two Bishops are stronger than 
two Knights, and even that a Bishop and Knight are 
stronger than two Knights. Two Bishops and a Knight 
are considered stronger than two Knights audi di^\^o^\ 
the former are considered equivalent to two "EU>oka, -^iVSife 
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the latter are inferior to two Eooks. We may fairly con- 
clude that a Bishop is somewhat stronger than a Knight. 

The Eook is evidently superior both to the Knight and 
to the Bishop. In practical play it wiU be found that a 
Knight and one Pawn are decidedly inferior to a Book, to 
which a Knight and two Pawns are a fair equivalent. A 
Bishop and one Pawn are sometimes equal to a Book, but 
mostly inferior, while with a Bishop and two Pawns the 
contrary is the case. A Book may, therefore, be rated as 
equal in number of Pawns to from four and a quarter to 
four and a half. 

Two Books will evidently draw against Queen if there 
are no Pawns left ; but when there are several Pawns on 
each side the Queen mostly has the advantage. The Queen 
in most cases draws against two Books and one Pawn, but 
should lose against Book and two Bishops. The Queen 
draws against Bishop and two Knights, and also against 
Eook and two Knights. The two Bishops and two Elnights 
win against the Queen, as also two Books and a Elnight. 

The valuation of the pieces by a certain number of 
Pawns is very uncertain, as the worth of a Pawn varies 
with its position. Thus with the progress of the game 
the value of the Pawns rises considerably. United Pawns 
are preferable to separated, the more advanced to the less 
advanced, and the central to the wing Pawns. Two iso- 
lated doubled Pawns are weaker than two isolated Pawns 
on diflferent files. 

" Bilguer's Handbuch " (4th ed.) reckons the Knight 
or Bishop as equal to three and a half Pawns, one Book to 
five and a half, one Queen to ten. With this judgment we 
cannot agree at all, as in that case two Books would be 
preferable to a Queen, three minor pieces (Bishops and 
Knights) would be weaker than two Books, and two minor 
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pieces wotdd be inferior to a Eook and two Pawns. We 
think the following scale would come nearer the mark : — 



Pawn 


1 Isolated comer Pawn 


i 


Knight • 


3 Two Knights . 


6i 


Bishop • 


3J Two Bishops . 


6f 


Eook 


4i Two Books 


9i 


Qaeen 


. . 9i 




King . , 


4 (aggressive value). 





According to our scale two Bishops would be slightly 
stronger than a Eook and two Pawns, and two Knights 
slightly weaker. Again, two Bishops and a Knight would 
be a little better than two Books, and two Knights and a 
Bishop equal to two Books. 

In the above abridgment I have of necessity omitted 
the reasons adduced by the author for his conclusions. The 
subject wiU probably always give rise to some diversity of 
opinion, and at the best only an approximate estimation 
can be given ; that which is here presented is quite near 
enough for all practical purposes. 



VALUE OF THE FIRST MOVE. 

The following table will be of great interest and instruc- 
tion to the student, showing the influence of the first move 
as exemplified in the results of upwards of a thousand 
games played by celebrated masters. It was compiled by 
Mr. W. Gibbons, of the Manchester Chess Club, and was 
published in the Chess Player's Magazine for July, 1865. 
I have taken the liberty of arranging the openings in the 
order of success on the part of the first player, auA. i\. 'wSV 
be seen that out ottwenty'&ve openings no less tlaan. iowt- 
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teen were advantageous to him, while in 
defence the snperiority. 

Oponixi^* 

Two King Bishops' Opening 

Mnzio Gambit 

Evans Gk^mbit 

Lopez Gambit 

£jng Ejiight's Gambit 

Scotch Gambit . 

FetrofTs Defence 

Queen's Gambit . 

Centre Connter Gk^mbit 

Q. B. P. Game in K. Kt. Opening 

Buy Lopez Ejiight's Gk^me 

Queen's Ejiight's Opening 

Allgaier Gambit • 

Centre Gambit • 

Giuoco Piano 

Two Knights' Defence 

Irregular Openings . 

King's Gkbmbit Declined 

Fianchetto . 

Sicilian Opening . • 

French Opening . 

Philidor's Defence 

Queen's Gkunbit Declined 

K. Kt. Defence in K. B. Opening 

King Bishop's Gkunbit 



only nine has the 



Won by 
first player. 

12 

17 

59 

5 

24 
40 
24 

6 

5 
10 
36 
10 
19 
10 
25 

8 
52 

7 

7 
47 
24 
21 

7 

5 
15 



495 



Won by 
second player. 

1 

2 
22 

2 

10 

• 17 

12 

3 

3 

6 
24 

7 
15 

8 
25 

8 
56 

8 

8 
54 
32 
31 
11 

8 
24 

397 



Drawn. 

4 

1 

8 

1 

3 

4 

3 

4 

3 



9 

1 

5 



6 


26 

7 

2 
16 

8 
16 

4 



6 



137 



Average number of moves in a game of Chess : — 



Number Number 

of games. of mores. 

1,016 73,224 

In the open games : — 

714 46,324 

In the close games : — 

302 26,900 



At 



moyei 



A.Teraffe 

of each player. 

36 52-1,016 
32 314-714 
44 173-302 
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CHAPTER IL 

EXPLANATION OF TECHNICAL TERMS. 

Analysis, — ^A methodical arrangement of the various 
modes in which the attack may be carried on or the de- 
fence conducted in any given positioiL 

Attack, — ^A piece is said to "attack" another -when the 
latter is liable to be captured on the next move if not re- 
moved. The word is also applied to a series of moves 
made for the purpose of obtaining an advantage either in 
position or force. 

Capped Pavm, — ^When one of the players undertakes to 
checkmate his opponent with a certain Pawn, it is marked 
in some manner, and is then called the " Capped Pawn.' 
K mate is given with any other Pawn or piece, if the game 
is drawn, or if the Capped Pawn is won by the opponent, 
the player giving the odds loses the game. It is considered 
that undertaking at the commencement of a game to 
checkmate with a particular Pawn is equal to giving the 
odds of a Queen. 

Castling, — This is a privilege accorded to the "King once 
during a game, and it consists in moving him two squares 
towards either comer of the rank on which he stands, and 
then bringing the Rook from its own square to the other 
side of his majesty. When castliag with the "King's Rook, 
the T^iTig is moved to King's Knight's square, and the King's 
Rook to King's Bishop's square; with the Queen's "SjooY^Jaa 
King i^jAayed to Quem*a Biahop'a square, and ftieQ^xft^XLt^ 

D 
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Book to Queen's square. The object of the move is to get 
the King into a position of greater safety than his own 
square, and also to bring the Book into better play. It is, 
however, not allowed if the King has been moved, if the 
Book has been moved, if the King is in check, if the King, 
in making the move, passes over a square commanded by 
one of the adversary's pieces, or if there should be a piece 
on any square between the King and the Book. 

Chech — ^When a piece is moved to a square from which 
it attacks the adversary's King, notice must be given of the 
circumstance by saying "check," and the King is said to be in 
" check." Place White's King on Queen's Bishop's seventh. 
Queen on Queen's Knight's third. Book on King's Knight's 
seventh, and Bishop on Queen's Bishop's eighth, and Black's 
King on Queen's Book's square. Queen on King's seventh. 
Bishop on King's fifth. Knight on Queen's Bishop's third, and 
Pawn on King's Bishop's fourth. If White now — supposing 
it to be his turn to play — move Queen to Queen's Book's 
third, he attack's Black's King, and acquaints him of the 
fact by saying " check." As the King, in Chess, cannot be 
taken, it is a principle of the game that he must never 
move into or remain in check — ^that is, must never render 
himself liable to be captured were it not for his privilege. 

Checkmate, — ^When the King is in check there are tlu*ee 
ways in which the attack may be parried — ^by moving the 
King, by taking the attacking piece, or by interposing a 
piece or Pawn between the latter and the King. If neither 
of these modes of play is available, the King is " check- 
mated," and the game is at an end, being lost by the player 
whose King is so circumstanced. Again place the pieces 
in the position mentioned above (under ChecTc). The White 
Queen checks at Queen's Book's third; it is evident that 
Black cannot move the King without going into check. 
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neither can he take the attacking piece, and he must there- 
fore interpose his Knight on Queen's Book's second. (Knight 
to Queen's Eook's fourth, or Queen to Queen's Book's third, is 
not so good.) White then plays Bishop to Queen's Knighf s 
seventh, check ; the Black King cannot move, and he cannot 
interpose a piece, but he can take the Bishop with his own 
Bishop, which he is compelled to do to relieve himself from 
the check. Next "White moves Book to King's Knighf s 
eighth, check. Black interposes his Queen on King's square, 
and White takes it with his Book, again giving check. Black 
can do nothing but interpose his Bishop on Queen's Bishop's 
square, upon which White plays Book takes Bishop, check. 
Black has now no piece which he can interpose ; he cannot 
take the Book with the Knight, as that would discover check 
from the Queen ; neither can his King move out of check. 
He is therefore " checkmated," and White wins. 

Close Game. — ^A game in which the pieces and Pawns 
become locked together, as it were, so that there is little 
scope for attack on either side. Generally applied to the 
French, Sicilian, and Irregular Openings. 

ComMnation, — ^A phrase applied to a series of moves 
depending upon each other, and all tending to the further- 
ance of some particular design* 

Counter Attadc, — ^Frequently, when your opponent has a 
strong attack upon you, it may be better play to retort upon 
him than to act purely upon the defensive. This is a 
" counter attack," and in general leads to an exciting game. 
A ** counter move " is one which frustrates the design of 
your antagonist. 

Discovered Check, — ^When a piece, which does not itseK at- 
tack the adverse King, is between it and a piece which would 
otherwise attack it, and is moved away, it opens dii^^ "Vs^ 
discovery: Put White's King on Queen' s f ourtJo., Q,u<^ea cja 
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King's Book's fifth, and Knight on King's Book's sixth, and 
Black's King on King's Book's square ; if White now move 
Knight to King's Knight's fourth he opens the attack of the 
Queen upon Black's King, and by so doing discovers check. 

Double Check, — ^When check is given by a piece, the 
moving of which discovers check at the same time. In 
the position instanced in the last definition, if White move 
Knight to King's Bishop's seventh he gives double check — 
check &om the Knight and discovered check from the 
Queen. 

Doubled Pavm. — ^When two Pawns of the same colour 
are on the same file, the one in front is ccdled a '^ Doubled 
Pawn." 

Dovhlmg the Books. — This is accomplished by playing 
one of the Books upon a file, and then the other Book upon 
the same file — one being in front of the other. 

Dravm Oame, — ^When neither player, from any cause, 
can force checkmate, the game is drawn. There are five 
ways in which this can happen : — 1st. When one of the 
players continues to attack in a particular manner, com- 
pelling a reiteration of the same mode of defence, as in 
perpetual check. 2nd. When neither player wiU attack, 
both preferring to remain on the defensive. 3rd. When, 
towards the conclusion of a game, the player having the 
stronger force cannot mate within fifty moves after being 
called upon to do so by his opponent 4th. When neither 
player possesses sufficient advantage at the end to force a 
checkmate. And 5th. When stalemate is given. 

En Passant, — ^When a Pawn is first moved it has the 
privilege of being played two squares forward. But if one 
of the adversary's Pawns is so situated that it would be able 
to capture the Pawn so advanced if it were moved only one 
square, the right is conferred upon it to take the Pawn, if 
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desired, as though it had made the move only one square 
forward. Thus, if White has a Pawn on Queen's Bishop's 
second, and Black one on Queen's fifth, and if the former 
plays Pawn to Queen's Bishop's fourth,Black's Queen's Pawn 
may take it '' en passarU" as if it had been moved to Queen's 
Bishop's third ; the Queen's Bishop's Pawn is removed from 
the board, and Black's Queen's Pawn is placed on his Queen's 
Bishop's sixth. This right of capture is accorded solely to 
the Pawns, not to the pieces, and only on the first move 
after the Pawn is advanced, the privilege ceeising when 
another move is made. 

Hn Prise, — Liable to be captured. If White has a Queen 
on Queen's fourth and Black a Book on Queen's Knight's 
seventh, the latter is en prise of the Queen. 

End Game. — ^The conclusion of a game, when — ^although 
many moves may be necessary to determine the contest- 
there are few pieces or Pawns on the board. 

Exchange, — ^A mutual capture of pieces of the same 
valua The '' exchange " is said to be lost when a Book is 
won for a Bishop or Knight. 

False Move, — ^A move not according to law. 

FooVs Mate. — ^Mate in the fewest number of moves possi- 
ble, as follows : — 

WAITS. BLACK. 

1. Pawn to King's Bishop's 1. Pawn to King's fourth. 

third. 

2. Pawn to King's Knight's 2. Queen to Kong's Book's 

fourth. '• fifth. Mate. 

It cannot be given by the first player under three moves. 
The term '' Fool's Mate *' is used to show that the losing 
player knows little or nothing of the game beyond the 
moves. 
Forced Mate. — ^When either of the players baa «raj^ ^ 
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:^. V can chectans:*' hi? opponent in a certain 

. uo\ ivH. however ho :r.ay play, he has what is 

wwxsl mate " on th^^ Iw^i 

¥ lea a guardiv. Taw:: i? moved to a square on 

...ifav'kd two pit\v5. v>::o on eaoh side, or the King 

^.v. :he latter are &v.»: : o \\? forked, and one of them 

*4. For instAiuv. •.: NV h::<> has a Knight on King's 

• v^ishop on v^v.tv*/.'? IVlshop's third, and Black has 
^ *\iug's fouriV. Av.o, v^^iuvii's fourth, the latter, by 

>fcwn to Qxuvv.V t::V.\, fork? the two pieces and 
>t them. AS tV-i*) kav.iio: K^ih be moved away. 

* :wo Roi^ks ov t\> s* Kv.i^h:^ the Pawn need not be 
\sj it wouUl Ws^t K* V.;\\^lo TO capture on forking, 
♦hentlio KvwiiUt ;\!:A.*ks :vn unguarded piece and 

-.. - the foruuM is l.vst uulo.^s the King is near enough 
. ' cc it on tho uu»>i\ that i^ is \iithin two squares of 

.. --i— Au oiHviimii vn whioh a Vawn is sacrificed for 

,jgg of *»l»i-*i*^*^vv; iui :Htaok. Tlio word, we are told, 

" ^^ fn»m «^^*» U.^lum. \u which language it signifies 

:^ffiJuii Ai-«t^^^^ ^^ '**^" ^^^^^ oftcivil Pawn is taken the 

^omM^ /Wv*'*»>^ ^^ ^**^vi tho otYoTVil Pawn is not taken. 

;^0M^ '^*-'* ^^**^ k*axui which is sacrificed. After- 

viii6B tlin luuiui »s» «»p\4iod to the Prtwu which made the 






rM^0nH^ '** ii»ltiil»»»sio is to i^lrtco a piece or Pawn be- 
iiKU w\\w*U is» altuokml rtud tho attacking piece; 



- iidtf M|»|»***'*' *** iuUu|u>hiuj» rtj;5V\nst a chock. 
, ' jjjy^t'*^ <'»»<> <t A l'«(\vu which hiuH no Pawn of the same 
■ ^H \\\\\ Uliiu mi iiiUuvv HxAw aud cannot be supported 
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TAAovhe. — ^A French phrase, meaning " I adjust," used 
when touching a piece to place it right upon the board 
should it have been disturbed. It means that the player 
does not intend to move the piece he touches if it is one of 
his own, or to take it if it belongs to his opponent See 
Law VI. 

Middle Oame. — ^The portion of the game between the 
opening and the end game. 

Minor Piece. — The Bishops and Knights are called " minor 
pieces," to distinguish them from the Books and Queens, 
which are of greater value. 

Odds, — When a player gives an advantage to his oppo- 
nent at the commencement of the game, either by taking 
off any of his own forces or allowing him extra moves, &c 
he gives odds. 

Open File, — ^A file upon which there is no piece or Pawn. 

Open Game, — ^A term usually applied to all games in 
which, if the first player moves the Pawn to King's fourth, 
his opponent answers with the same move. By doing so 
he subjects himself to an attack of more or less intensity 
and duration according to the opening chosen, whereas by 
adopting the " close game " the advantage of the first move 
is sooner neutralized. 

Opening. — The beginning of a game. Applied specially 
to different styles of commencing, as the " King's Kiiight's 
Opening," the " King's Bishop's Opening," the " Irregular 
Openings," &c. 

Opposition. — ^A peculiar position of the Kings opposed to 
each other, by which the winning, drawing, or losing of the 
game is in many cases decided. Fully explained subse- 
quently in the chapter on " End Gumes." 

Partie, — ^A game. 

Passed Pavm. — ^A Pawn which has none of the adversary's 



40 THE BOOK OF CHESS, 

Pawns in fipont or on either file next to the one on which it 
moves, so that it cannot be taken except by a piece. 

Pefrpetual Chech — ^When one of the players has no means 
of avoiding the repeated checks of his opponent the game 
is drawn by " perpetual check." White's King is on "King's 
Bishop's fifth, and his Queen on King's eighth; Black's 
King is on King's Book's eighth, and he has Queens on 
King's Book's seventh and King's Knight's eighth. Were 
it Black's turn to move he would play Queen from King's 
Book's seventh to King's Bishop's seventh, giving check; 
White would have to play King to King's sixth, and then 
Black moves either Queen to King's eighth and next ex- 
changes Queens, winning easily. If, however. White were 
to move first he could draw the game by perpetual check. 
He would play Queen to King's fourth, check; Black 
cannot escape with the King, and is therefore obliged to 
interpose one of his Queens, upon which White again 
checks at King's square or King's Book's fourth. Black 
can do nothing but interpose, and White continues to check 
on King's square. King's fourth, or King's Book's fourth, as 
the rank, diagonal, or file is left open for his attack ; the 
perpetual check cannot be avoided, and the game is drawn. 

Pin, — ^When a Knight is on the same diagonal as a Book 
or Queen of the same colour, and an adverse piece is 
brought to attack it so that if moved away it will leave the 
Book or Queen en prise, the Knight is said to be pinned. 
Similarly, pieces may be pinned against the King, and with 
greater power, as they are then imable to move away on 
account of discovering check. 

Position, — ^The state of a game at any particular time. 

Problem. — ^A position in which mate is to be accomplished 
in a definite number of moves. 

Protect, — ^You " protect " a piece or Pawn when you move 
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another piece or Pawn so that you may take the attacking 
piece if it makes the capture threatened. 

QueeniTig, — ^When a Pawn reaches the eighth rank you 
are entitled to exchange it for any piece you desire ; this 
is called " queening " a Pawn. 

ScholaT^s Mate, — ^A short game, named — ^like the Fool's 
Mate — ^to denote that the player who loses is quite a be- 
ginner. It is accomplished as follows : — 

WHITE. BLA.CS:. 

1. Pawn to King's fourth. 1. Pawn to King's fourth. 

2. King's Bishop to Queen's 2. King's Bishop to Queen's 

Bishop's fourth. Bishop's fourth. 

3. Queen to King's Book's 3. Pawn to Queen's third. 

fifth. 

4. Queen takes King's Bishop's Pawn. Mate. 

Smothered Mate, — Can only be effected by the Knight, 
which is the only piece that can attack over the heads of 
other pieces or of Pawns. The adverse King is so sur- 
rounded by his own forces that there is not a single square 
to which he can move, even to go into check — ^he is com- 
pletely blocked in. Place the White King on King's 
fourth, Queen on Queen's sixth, and Knight on Queen's 
Book's sixth, and the Black King on Queen's Book's square. 
Book on Queen's Bishop's square, and Pawns on Queen's 
Knight's second and Queen's Book's second. White plays 
Queen to Queen's Knight's eighth, check ; the Black King 
cannot take it, as it is supported by the Knight — ^he must 
therefore play Book takes Queen, and White then moves 
Knight to Queen's Bishop's seventh, giving " smothered 
mate." See Introductory Game V. 

Stalemate, — ^A position in which one of the players can 
move none of his pieces or Pa^^ois, and is not at the time 
in check, but cannot move the King without going into 
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check. Put the White King on King^s Bishop^s second, 
Bishop on Queen's fifth, and Eoiight on King's Bishop's 
third, and the Black Eling on King^s Book's eighth, and 
F&wn on Queen's third. If it is Black's turn to play he 
cannot move the Pawn on account of the Bishop in front 
of it, neither can he move the Eling without going into 
check; therefore, as he cannot move at all, and is not at 
present in check, he is '' stalemated," and the game is 
drawn. 

Study. — ^A position in which the correct termination is 
stated as a problem to be solved, but the number of moves 
in which it can be done is not mentioned. Usually applied 
to difficult end games, the object being to obtain such a 
position that the winning or drawing of the game is appa- 
rent at a glanca 

Superior Pieces, — ^The Queen and Book, as distinguished 
firom the minor pieces. 

VaHation, — ^A deviation from the line of play adopted 
in any position, showing what the result of other moves 
would probably have been. 
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CHAPTEE IIL 

LAWS OF THE GA3CE. 

The following laws were adopted at a meeting of the 
Britisli Chess Association, held on July 17th, 1862, during 
the Congress at London. Since that time they have been 
lecognised as binding by a majority of the clubs through- 
out the United Kingdom, and may therefore be considered 
as having superseded the older laws. 

L — ^The Chess-board. 

The board must be so placed during play that each com- 
batant has a white square in his right-hand comer. If, 
during the progress of a game, either player discovers that 
the board has been improperly placed, he may insist on its 
being adjusted. 

II. — ^The Chessmen. 

If, at any time in the course of a game, it is found that 
the men were not properly placed, or that one or more of 
them were omitted at the beginning, the game in question 
must be annulled. K at any time it is discovered that a 
man has been dropped off the board, and moves have been 
made during its absence, such moves shall be retracted, 
and the man restored. If the players cannot agree as to 
the square on which it should be replaced, the game must 
be annulled. 
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IIL — ^KiGHT OF Move and Choice of Coloub. 

The right of making the first move, and (if either player 
require it) of choosing the colour which shall be retained 
throughout the sitting, must be decided by lot. In any 
series of games between the same players at one sitting, 
each shall have the first move alternately in all the 
games, whether won or drawn. In an annulled game the 
player who had the first move in that game shall movQ 
first in the next. 

IV. — Commencing Out of Tuen. 

If a player make the first move in a game when it is 
not his turn to do so, the game must be annulled if the 
error has been noticed before both players have com- 
pleted the fourth move. After four moves on each side 
have been made the game must be played out as it 
standa 

• 

V. — ^Playing Two Moves in Succession. 

If, in the course of a game, a player move a man when 
it is not his turn to play, he must retract the said move, 
and, after his adversary has moved, must play the man 
wrongly moved, if it can be played legally. 

VI. — ^ToucH AND Move. 

A player must never touch any of the men except when 
it is his turn to play, or except when he touches a man for 
the purpose of adjusting it, in which latter case he moat, 
before touching it, say " I adjust/' or words to that effeat 
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A player who touches with his hand (except accidentally) 
one of his own men when it is his turn to play^ mnst 
move it if it can be legally moved, unless before touching 
it he say ''I adjust"' as above; and a player who touches 
one of his adversary's men, under the same conditions, 
must take it if he can legally do so. If in either case the 
move cannot be legally made, the offender must move his 
King, but in the event of the King having no legal move 
there shall be no penalty. K a player hold a man in his 
hand, undecided on which square to play it, his adversary 
may require him to replace it until he has decided on its 
destination; that man, however, must be moved. K a 
player, when it is his turn to play, touch with his hand 
(except accidentally or in castUng) more than one of his 
own men, he must play any one of them legally moveable 
that his opponent selects. K, under the same circum- 
stances, he touch two or more of the adversary's men, he 
must capture whichever of them his antagonist chooses, 
provided it can be legally taken. If it happen that none 
of the men so touched can be moved or captured, the 
offender must move his King ; but if the King cannot be 
l^ally moved there shall be no penalty. 

VIL — ^False Moves and Illegal Moves. 

If a player make a felse move, that is, either by playing 
a man of his own to a square to which it cannot be legally 
moved, or by capturing an adverse man by a move which 
cannot be l^ally made, he must at the choice of his oppo- 
nent, and according to the case, either move his own man 
I%ally» capture the man legally, or move any other man 
legally moveable. K in the course of a game an illegality 
be disoovered (not involving a King being in check), and 
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the move on which it was committed has been replied to, 
and not more than four moves on each side have been made 
subsequently, all these latter moves, including that on 
which the illegality was committed, must be retracted. If 
more than four moves on each side have been made the 
game must be played out as it stands. 

Vin.— Check. 

A player must audibly say " Check ! " when he makes a 
move which puts the hostile King in check. The mere 
announcement of check shall have no signification if check 
be not actually given. K check be given but not an- 
nounced, and the adversary make a move which obviates 
the check, the move must stand. K check be given and 
announced, and the adversary neglect to obviate it^ he 
shall not have the option of capturing the checking piece 
or of covering, but must " move his King " out of check ; but 
if the King have no legal move there shall be no penalty. 
If in the course of a game it be discovered that a King has 
been left in check for one or more moves on either side, 
all the moves subsequent to that on which the check was 
given must be retracted. Should these not be remembered 
the game must be annulled. 

IX. — ^Enforcing Penalties. 

A player is not bound to enforce a penalty. A penalty 
can only be enforced by a player before he has touched a 
man in reply. Should he touch a man in reply in conse- 
quence of a false or illegal move of his opponent, or a tsiae 
cry of check, he shall not be compelled to move that man^ 
and his right to enforce a penalty shall remain. When the 
King is moved as a penalty it cannot castle on that move. 
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X.— Castung. 

In castling the player shall move King and Book simul- 
taneously, or shall touch the King first. If he touch the 
Book first he must not quit it before having touched the 
King, or his opponent may claim the move of the Book as a 
complete move. When the odds of either Book or both 
Books are given, the player giving the odds shall be allowed 
to move his King as in castling, and as though the Books 
were on the board. 

XI. — Counting Fifty Moves. 

A player may call upon his opponent to draw the game, 
or to mate him within fifty moves on each side, whenever 
his opponent persists in repeating a particular check or 
series of checks, or the same line of play, or whenever he 
has a King alone on the board, or. 

King and Queen 

King and Book I against an equal or superior force. 
King a-nd Bishop ' 

King a,nd Knight 

King a,nd two Bishops ^ 

King and two Knights > against King and Queen, 

Kiiig,Bishop,and Knight J 

and in all analogous cases ; and whenever one player con- 
siders that his opponent can force the game, or that 
neither side can win it, he has the right of submittiQg 
the case to the umpire or bystanders, who shall decide 
whether it is one for the fifty move counting; should 
he not be mated within the fifty moves he may claim 
that the game shall proceed. 
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XTT. — ^Pawn-taking m Passing. 

Should a player be left with no other move than to 
take a Pawn in passing, he shall be bound to play that 
mova 

Xin. — Queening a Pawn. 

When a Pawn has reached the eighth square, the 
player has the opportunity of selecting a piece, whether 
such piece has been previously lost or not, whose name 
and powers it shall then assume, or of deciding that it 
shall remain a Pawn. 

XIV. — ^Abandoning the Game. 

If a player abandon the game, discontinue his moves, 
voluntarily resign, wilfully upset the board, or refuse to 
abide by these laws, or to submit to the decision of the 
umpire, he must be considered to have lost the game. 

XV. — ^The Umpibe oe Bystandees. 

The umpire shall have authority to decide any ques- 
tion whatever that may arise in the course of a game, 
but must never interfere except when appealed to. He 
must alwa3n3 apply the laws as herein expressed, and 
neither assume the power of modifying them, nor of 
deviating from them in particular cases, according to his 
own judgment When a question is submitted to the 
umpire or to bystjuiders by both players, their decision 
shall be final and binding upon both players. The term 
bystander shall comprise any impartial player of eminence 
who can be appealed to, absent or present. 
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CHAPTEE IV. 

OBSERVATIONS ON THE PIECES. 

The following observations are intended, as a matter of 
conrse, to be applied merely in a general way. In a mul- 
titude of positions the player will have to modify them in 
some degree, as occasion may require ; practice and study 
alone Will enable him to decide when to adopt and when 
to discard the principles here laid down. 

THE KING. 

The King is, as a matter of course, invaluable, and should 
therefore be rarely moved out as an aggressive piece early 
in the game, as, with most of the pieces on the board, he 
is liable to constant attack, and may be hemmed in and 
checkmated if advanced too far into the game. Young 
players should never forget that if they expose their Eliug 
to a series of checks the necessity of defending him may 
oblige them to sacrifice pieces, or will at least so cramp 
their game and bring out that of the opponent as to give 
the latter a winning game. On this account it is generally 
advisable to castle as early as possible, for not only is the 
Kmg then placed in a position of comparative safety, but 
the player is enabled to get his pieces out, and commence 
an attack upon 'the enemy. For the same reason it is 
often good play to give a series of checks, especially if you 
can force the adverse King to move, and thereby deprive 
him of his power of castling; and this purpose, it must 
not be forgotten, can be achieved by capturing e. "^i^^^ 

£ 
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or Pawn, compelling the Book to retake, after which the 
TCing could not castle on that side, and also by placing a 
piece where it commands a square over which the T^ing 
would have to pass in the action of castling. Bemember 
that it is better to cover a check with a piece that attacks 
the checking piece, as it frequently gains you a move, 
owing to the necessity of your opponent to guard or remove 
the piece ; it is also preferable to interpose a piece of less 
value than the attacking piece. On the King's side of the 
board, generally, the King is less liable to attack, and moie 
easily protected, than on the Queen's side; it is conse- 
quently better to castle with King's Book ; but in many 
cases, when a strong attack is being organized against you, 
by castling on the opposite side you escape, and, quitting 
defensive for offensive operations, retort successfully upon 
your adversary. If you have castled on the King's side, 
be watchful as to moving out the King's Knight's Pawn, as 
if you play it to Knight's third the adverse Queen's Bishop 
may be played to King's Book's sixth, occupying a very 
dangerous position, from which it can only be dislodged 
with difficulty, if at alL Having castled, however, and 
with the Book supporting the King's Bishop's Pawn, it is 
mostly advisable to push on the latter at the first oppor- 
tunity ; this not only tends to break up your opponent's 
centre, but it makes an opening for your Book, and occa- 
sionally decides the position in your favour. If the Queens 
have been exchanged, it is generally better to play Kin^ to 
King's Bishop's second than to castle, as he is there out of 
danger, and ready to take a prominent part in the struggle 
when required ; and it must be remembered that after most 
of the pieces are off the board the King is of the utmost 
importance as regards his aggressive power, and that most 
frequently upon his good or bad manoeuvring wiU depend 
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the result. When your adversary has a Pawn immediately 
in front of your King, you should hesitate about taking it, 
as it is a much better protection for you against his attack 
than one of your own men can be ; and you must also be 
carefal, if you have castled, not to expose yourself to a 
mate from his Eook or Queen played to your first rank, 
checking, and your King unable to escape, owing to none 
of the Pawns in front having been moved. Beware of a 
discovered check, 

THE QUEEN. 

If it can be avoided, the Queen should never be employed 
to defend a piece, as, being the most powerful and valuable 
of the pieces, she can be easily attacked and driven away 
by a guarded inferior piece, and loss will probably ensue 
.unless you have others of your men bearing upon the point 
assailed. She should not be brought out too early, for 
your opponent can then attack her with his pieces, causing 
you to lose moves in providing for her safety, and deve- 
loping his own game. Do not take her too far away from 
the support of the King, as it may happen that she wiU be 
unable to get back in time to protect him ; for this reason 
you must be particularly careful in taking a piece or Pawn 
with the Queen, it being most likely left en prise to get her 
away from where the attack will be made. Be mindful, 
in addition, not to make an onslaught with her unsup- 
ported, unless a direct benefit — such, for instance, as 
making the adverse King move if he have not castled — can 
be gained. If the Queen's Eook, on its own square, is en 
prise of your Queen, do not too hastily snatch it, as after- 
wards she is liable to be confined there, and won. The 
Queens should not be exchanged for the sake oi exddaa.^^, 
— ^in tact, none of tie pieces should ; the finest gaaikfia ^2t^ 
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the most complicated, and they are generally also the meet 
instructive. Never play the Queen in front of the King 
when there is a chance of her being pinned by a Book; 
and be watchful of a diagonal pin against the King by a 
Bishop, or a fork of King and Queen by a Knight or Pawn. 
Bemember the Queen's power to give check, and at the 
same time attack a piece in the other direction of her 
move, winning it. 

THE BOOK. 

At home, on their own squares, the Books are of very 
little use in the great majority of games ; hence arises the 
imperative necessity of getting out the rest of your pieces^ 
so that the Books maybe brought into the field. It is sur- 
prising how frequently a game is over before the losing 
player has moved at least his Queen's Book ; this is espe- 
cially thie case when the second player, is receiving the 
odds of a piece ; his opponent obtains an attack, and pur- 
sues it with such determination, aided by the weak moves 
on the other side, that the game is decided almost in the 
outset, and the ostensible receiver of the odds, instead of 
being so in reality, has in all probability been giving 
them, through his pieces being confined at home, where 
they are worse than useless. In any event, therefore, 
strive to get out your pieces, and bring the Books into play 
as soon as possible. If there should be an open file, take 
possession of it at once by playing one of your Books on to 
it ; and if your antagonist then play one of his Books also 
upon it, challenging an exchange, it is most frequently 
better to decline the challenge, and support with your other 
Book. If he take, you retake, still retaining possession of 
the file; whereas if you took first, his Book with which he 
retook would be posted upon it Endeavour to double 
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your Books, that is, try to get one in front of the other 
on the same file, supporting each other; their power is 
materially increased when thus acting in conjunction. 
And, if possible, let the foremost Eook be on your adver- 
sary's second rank, as there it confines his King to the 
first rank, and also attacks the unmoved Pawns, which he 
must lose time in defending. In this positio^ you also 
threaten to place both Books on this adverse second rank, 
which is the strongest position they can occupy, and in 
the majority of cases is quite decisive. With the Book 
you must be careful of a diagonal pin by an adverse Bishop 
or a fork by a Knight, resulting in the loss of the " ex- 
change;" and if one of your Books is unsupported, beware 
of the opposite Queen giving check and at the same time 
diagonally attacking your Book, which will then be lost. 
Be watchful of the power of the Book to pin a piece against 
the King. 

THE BISHOP. 

The importance of the Bishops at the outset of a game 
is very great, as they can be so reetdily moved out to attack 
^6 opponent's entrenchments. At the beginning, the 
King^s Bishop is considered to be of slightly more value 
than the Queen's Bishop, as the former can at once attack 
the King's Bishop's Pawn, which, being defended solely by 
the King, is the weakest, and also the most easily assailable. 
The best position, therefore, for the King's Bishop is at 
Queen's Bishop's fourth, and if attacked it should be moved 
back to Queen's Knight's third. The next most attacking 
position is at Queen's third, but the Bishop should not be 
played there before the Queen's Pawn is moved ; from this 
point it attacks the King's Book's Pawn, and often with 
dangerous effect after the adverse King has castled on th&t 
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side ; for if he play Pawn to King's Knight's third, to pro- 
tect his position, your Queen's Bishop can go to King^s 
Book's sixth, attacking the King's Book on King's 
Bishop's square, and confining the King terribly. "When 
your King's Bishop is at Queen's Bishop's fourth, your 
antagonist may play Queen's Bishop to King's third, wish- 
ing to exfliange, but do not do so unless you particularly 
desire to retain the move in your hands, as when he retakes 
with King's Bishop's Pawn it is often the reverse of dis- 
advantageous to have the latter doubled on the Eling^s 
file, where it supports the centre, and his King's Book after 
castling has a fine opening ; you should retreat your Bishop 
to Queen's Knight's third, and if he take you recapture 
with Queen's Book's Pawn, bringing it nearer the centre to 
your advantage, and also opening the file for your Queen's 
Book. The best place for the Queen's Bishop at the begin- 
ning is either at King's third, neutralizing the attack of 
the adverse King's Bishop, or at King's Knight's fifth, 
pinning the Knight on King's Bishop's third against the 
Queen. When on the latter square, if the Pawn is moved to 
King's Book's third to compel you to take the Knight, it 
is not always advisable to do so, but the Bishop may be re- 
treated to King's Book's fourth, keeping up the pin. Shoidd 
he then play Pawn to King's Knight's fourth, you move 
Bishop to King's Knight's third, still occupying an attack- 
ing post; and his position on the King's side is much 
weakened by the premature advance of his Book's and 
Knight's PaLs. rendering it unsafe for him to castle on 
that side, or dangerous if he have already castled there- 
Sometimes, too, instead of further retreating the Bishop 
from the attack of the Knight's Pawn, either it or the 
King's Knight (if on King's Bishop's third) maybe advan- 
tageoualy sacrificed for the twoPawii&^^^NYCk^ th<^ adverse 



OBSERVATIONS OK THE PIECES. 65 

King greatly exposed. When your Pawns on the Queen's 
side have been advanced^ the Queen's Bishop played to 
Queen's Knight's second or Queen's Eook's third will 
occupy a commanding position. Bemember that the 
Bishops are mostly of the greatest service when used in 
conjunction with the Queen ; all three being able to attack 
from a distance, renders them very dangerous iMavourably 
placed. Occasionally it may happen that your Bishop 
attacks the adverse Queen's Book's Pawn when it has not 
been moved, and when it is not guarded ; be careful as to 
taking it, for if the Queen's Bishop's Pawn and Queen's 
Knight's Pawn are also tmmoved the latter may be pushed 
one square, and then your Bishop caimot escape, and may 
be attacked and won. At the end of a game, a Bishop 
obstructs the onward march of adverse Pawns better than 
either a Book or a Knight; and remember that at the 
conclusion two Bishops are much more powerful than two 
Knights, but one Bishop is iuferior to one Knight, as the 
latter has the power of attacking on squares of either 
colour. If you are left with Pawns and one Bishop only, 
keep the former on squares of a different colour from that 
which the latter is on, for then the action of the Bishop is 
not interrupted, and it can prevent the opponent's King 
approaching the Pawns ; if, however, you have an inferior 
game, and are playing to make a draw, you should keep 
them all on the same colour, so that the Bishop may pro- 
tect them. EecoUect the power of the Bishop to pin a 
piece against the King or against a piece of superior value. 

THE KNIGHT. 

All calculations in which the Knight is concerned are 
difficult, on account of his power of attacking m>3tkssv& 
Ymz^ himself liable to capture, and of ovei\ea^m% o\}aftX 
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pieces. His check, also, cannot be obviated by the inter- 
position of any piece, and he has the power of forking no 
less than seven pieces at once on certain squares. This 
renders him peculiarly dangerous, and the young player 
should jealously examine every contingency likely to arise 
from his move ; for, involving, as it does, so many contin- 
gencies, one or more of them is liable to escape notice 
unless great care be taken. The best place for the King's 
Knight at the commencement is King's Bishop's third, 
where he attacks the adverse King's Pawn if it has been 
moved two squares, and also prevents the opponent's Queen 
being moved to King's Eook's fifth, which is often fraught 
with danger to your game. It is bad play to move King's 
Knight to King's second, through fear of obstructing the 
progress of the King's Bishop's Pawn, as on that square it 
confines the King's Bishop and the Queen, the action of 
which is of far greater importance than is that of the 
King's Bishop's Pawn. From King's Bishop's third the 
Knight can also be played to King's fifth or King's Knight's 
fifth, assailing the King's Bishop's Pawn in conjunction 
with your King's Bishop, which is frequently productive 
of a splendid attack, whether your opponent should have 
castled or not. The Queen's Knight is well placed on 
Queen's Bishop's third, where it protects your King's 
Pawn when pushed two squares, and whence it can be 
played to Queen's fifth or Queen's Knight's fifth, threaten- 
ing to capture the Queen's Bishop's Pawn if it is left, un- 
guarded, giving check and winning the Queen's Eook. If 
your Pawn has been played to Queen's Bishop's third, the 
Queen's Knight, after moving out the Queen's Bishop, 
may be moved to Queen's second, where it will guard the 
King's Kiiight if it should be pinned against the Queen 
by the adverse Queen's Bishop. Should your Queen's 



OBSERVATIONS ON THE PIECES. 57 

"Knight be on Queen's Bishop's third, and there is no 
opening on the Queen's side, it is frequently good play to 
move it to "King's second, and thence to King's Ejiight's 
third, where it will exercise a great influence upon your 
opponent's game, threatening to be played to King's 
Bishop's fifth, a most awkward move to parry. The 
Knights should seldom be played to the Book's files, for 
at the side of the board their power is much diminished, 
and they may possibly be captured by the adverse Bishops, 
doubling the Knights' Pawns on the Books' files, the worst 
position they can be ia. They (the Knights) should not 
be ventured too far into the adversary's game, as their 
retreat may be cut ofi", and they will be lost. If a Knight 
is on one of the comer squares, and the adverse King is 
within four squares — except it be on a side line — it can 
win the Knight in three moves. If a Knight be trouble- 
some in checMng, place your King on the same diagonal, 
with one square between them, and check cannot be again 
given by the Knight in less than three moves ; and if the 
King and Knight be on different colours, the latter cannot 
check in less than two moves. Be watchful for every 
chance of forking the adversary's King and one or more of 
his pieces, and do not forget that if you give check with a 
Knight, and your opponent cannot take it, he must move 
his King, and is therefore unable to castle afterwards. It 
is also important to bear in mind that a single Knight is 
stronger than a single Bishop, with Pawns on each side, 
at the end of a game. 

THE PAWN. 

Pawn play is the essence of Chess, for, between evenly 
matched players, it is generally the conduct of these appa- 
rently insignificant pieces which decides the game. The 



58 THE BOOK OF CHESS. 

first point to attend to is the establishment of your Pawns 
in the centre of the board, where they act as a powerfol 
constraint upon the freedom of your antagonist's game, 
while, your own pieces being unconfined, you can organize 
an attack at leisure. For the attainment of this object, 
you must of course push forward your Pawns so as not to 
retard the movements of your pieces. It is usual to com- 
mence by playing King's Pawn to King's fourth, and then 
endeavour to get the Queen's Pawn to Queen's fourth, as 
these are good positions for them to occupy. If thqr 
should be attacked by adverse Pawns, it is frequently better 
not to exchange, but to push the attacked Pawns onward; 
but they should not be advanced too early, as it is dijBBlcult 
to support them when they are too far forward at the 
beginning of a game — ^they are generally strongest at their 
fourth squares ; and more especially when your opponent 
has not castled, and when you are in doubt as to the side 
on which to commit yourself to an attack. Pawn to 
Queen's Bishop's third is generally a good move, as it 
supports the Queen's Pawn at Queen's fourth, or prepares 
for its being played there ; playing Pawn to King's Bishop's 
third, however, for the purpose of similarly supporting the 
King's Pawn, is bad play, for it weakens the King's position 
and exposes him to attack, besides preventing the King's 
Knight from coming out into the field to advantage. The 
safety of the King's Bishop's Pawn must be carefully 
attended to, as it is your weakest point, and is most readily 
assailable. After castUng, and when your King's Book is 
at King's Bishop's square, supporting the King's Bishop's 
Pawn, you should seize the fii'st favourable opportunity of 
playing the latter to King's Bishop's fourth, obtaining a good 
opening ; but the King's Knight's Pawn, in front of your 
JEZqg; should rarely be moved, unless some particular 



OBSERVATIONS ON THE PIECES. 69 

object is to be obtained. The Queen's Pawn should seldom 
be played to Queen's third before the King's Bishop is out, 
as it restricts the latter to one square. King's second, where 
it is of service only for defence, not for attack. Pawn to 
King's Book's third is a strong defensive move, preventing 
Queen's Bishop being played to King's Knighf s fifth, pin- 
ning your Knight on King's Bishop's third against the 
Queen. Pawns being of less value than the pieces it is 
more advisable to defend with them than with the latter, 
unless doing so breaks up your position. Doubled Pawns 
at the side of the board are the reverse of advantageous, 
whereas in most cases a Pawn doubled towards the centre 
becomes of greater value ; the Queen's or King's Knight's 
Pawn doubled upon the Queen's or King's Book's file is 
thereby rendered comparatively worthless; but the Queen's 
Book's Pawn doubled on the Queen's Knight's file gives an 
opening for the Queen's Book, and the King's Bishop's Pawn 
doubled on the King's file not only supports the centre, but 
enables the King's Book, after castling on that side, to enter 
into the game with great eflfect. Take care of your Pawns, 
but do not fancy that the loss of one necessarily implies the 
loss of the game ; on the contrary, by sacrificing a Pawn, 
or even two, or more, at the right moment, you may obtain 
such an attack as will repay you, and with ample interest. 
Pawns, when united, have great strength at all times, but 
when isolated they are mostly weak ; and if you have a 
diagonal line of Pawns you shoidd be particularly careful 
as to the safety of the top one. A passed Pawn, supported 
by another, is almost, if not quite, equal to a piece in 
value ; and it should never be forgotten that two united 
Pawns at the end of a game cannot be assailed with any 
effect by the adverse King, for if he take the l^sfc oii<^ V<& 
cannot reacli the other afterwards, and it wffl. c\v3Lftfcxu ^^^ 
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Pawns against one mostly win, bnt 70a mnst be cautioiis 
how you exchange one of them for yonr adversaiy'Sy as 
when you are left with a single Pawn his King may he 
able to obtain the opposition, and you can then only draw. 
It must not be overlooked that the Pawn can fork two 
pieces with greater effect than any othesr of your 
pieces can ; and remember that if you are left^ at the end 
of a game, with Pawns only against a minor pieces yoa 
may win, but that your opponent can never do so, unless, 
indeed, his piece happen to be a Knight, and even then 
only under most exceptional circumstances. 
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There is little to add to the above remarks, except with 
reference to your demeanour when playing. Whether you 
are winning or losing you should strive never to show by 
your manner — exultant on the one hand and depressed on 
the other — ^that you feel conscious of it ; and when the 
game is over, if you have lost, do not give way to peevish- 
ness and ill-temper, ascribing your defeat to every cause 
but the right one (which, you may depend upon it, your 
opponent knows well enough); or, if you have won, do not 
glory in it and make a parade of your success : if you are 
guilty in either respect you will only draw upon yourself 
the merited contempt or indignation of your antagonist. 
Chess is often said to be a test of a man's ability, but this 
is true in a limited sense only ; you may be more gifted 
with the peculiar quality of mind that enables you quickly 
to understand the game, you may have devoted more time 
to its study, you may be in belter \i«a\tti ^^ mow at ease 
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in mind than your adversaiy: any of these causes may 
enable you to achieve a victory, but they do not entitle 
you to insult him by oflfensively proclaiming, in deed if 
not in word, that you have beaten him. I write strongly 
upon this point — I hope unnecessarily so, but instances 
have been known of those who have degraded Chess by 
their immeasurable seK-sufficiency. Your conqueror may 
perhaps pardon you if you attempt, within moderate limits, 
to explain a defeat; but suppose you are the conqueror, 
and that he whom you have vanquished is- seeking reUef 
from a secret care or sorrow in the charms of the fascinat- 
ing game — ^to which fact alone possibly you owe your vic- 
tory, — ^what coidd be more distressing to his feelings than 
an impertinent assertion, noneT the less evident because 
unexpressed in language, of your superior powers ? I feel 
sure the hint will be sufficient — never detract from the 
merits of your adversar^s sfuccess, or exaggerate those of 
yawr own, I do not wish you to repress the pardonable 
elation consequent upon victory, but to repress the expres- 
sion of it in any way ; you will then not only derive 
pleasure yourseK, but give it to others also. When you 
are playing never allow your hand to hover over the board 
while undecided what move to make, and especially avoid 
the habit of placing a piece upon a square and keeping 
your finger upon it^ so that, if on examination you find the 
move is unsuitable, you may play the piece to another 
square. This is not only an offensive habit as far as look 
is concerned, but while your arm is stretched over the 
board you prevent your opponent from seeing all the pieces, 
when — if, wearied by your dilatory conduct, he play with- 
out consideration — ^he is liable to overlook something, and 
you gain an advantage ; besides^ by putting thepiec^ diorwrL 
and then Gxamining the jpTohs^hl^ result, you pTQy(^<(sd!i\:3 
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take one move more than does your antagonist, and this, 
repeated several times, is sufficient to decide the game. 
Every consequence of a move should, as far as possible, be 
examined as the pieces stand, and for my part I wouU 
make it compulsory upon a player, if he touched any 
square with a piece, to move it to that square. ^ Among 
the rules given by Lopez, by Gianutio (1597), and mc» 
in detail by Lolli (1763), appears the regulation that i 
piece must be played on to a square it has touched, and 
that a piece piayed out on a row of squares may be pushed 
to one more forward, but must not be withdrawn to one it 
has already passed." Thus far says Yon Der Laza^ bat 
he remarks farther that " this provision, in itself perhapi 
good, appears in the present day too stringent." I do not 
think so, for it appears to me that great stringency in J 
repressing a contravention of fair play is perfectly justijSed. 
The objection that passing such a rule would imply a wast 
of belief in the gentlemanly feeling of some Chess-playen 
is groundless, for several of the existing rules do so in 
quite as great a degree, and he who is guilty of such con- 
duct deserves to suffer a penalty, while he who is not 
guilty of it coidd not feel hurt at the adoption of a law 
which cannot apply to him. It is already enacted that "if 
a player hold a man in his hand, undecided on which 
square to play it, his adversary may require him to repkoe 
it until he has decided on its destination." This is y&f 
well so far as it goes, but it does not go far enough in leav* 
ing the " requiring" optional with the adversary, and in not 
providing a penalty if the piece is played to a squflio 
without the hand being removed. When it is your turn to 
play you should well study the position, and, having rr^f^ 
up your mind, act upon the decision at once and without 
hesitation. Learn to play iiidiacraaixiatftly with either the I 
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white or the black pieces, and never imagine you can nse 
a particular piece better than you can others, or, seeking to 
preserve it, you may get into sad trouble. Do not object 
to accept odds from a superior player, so that the game 
may be made interesting to him as well as to yourself; 
and, above all, play always according to the strict rules. 
To sum up: — If you cannot evade an attack endeavour to 
obtain a perpetual check or to compel the withdrawal of 
some of the attacking pieces to prevent it ; recollect that 
an attack may frequently be parried, or repulsed altogether, 
by forcing an exchange of pieces ; bring all your pieces 
into play without loss of time, and do not put them in 
each other's way; remember defence 6is well as attack, 
that is, in defending endeavour to do so in such maimer 
that you in turn attack, and in attacking do it so that if 
repelled you may be able eflfectually to defend your own 
position ; and, lastly, never give check without a definite 
object in view. 

THE OPENINGS. 

The following are the great divisions tmder which the 
various modes of opening the game are classified : — 

1. Ejng's Knight's Opening. — Both players for their 
first move play King's Pawn to King's fourth, and the first 
player then brings out his King's Knight to King's Bishop's 
third. 

2. Ejng's Bishop's Opening. — ^Affcer King's Pawn to 
Bang's fourth on each side, the first player moves 2. King's 
Bishop to Queen's Bishop's fourth. 

3. Queen's Bishop's Pawn's Opening. — ^After 1. King's 
Pawn to King's fourth each, the first player moves 2. Queen's 
Bishop's Pawn to Queen's Bishop's third. 

4 Centbe Gambit.— After 1. King's Pawn \,o T&m^^ 
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fourth each, the first player moves 2. Queen's Pawn to 
Queen's fourth. 

5. Hampe's OPENiNis. — After 1. King's Pawn to King's 
fourth each, the first player moves 2. Queen's Knight to 
Queen's Bishop's third. 

6. King's Gambit. — After 1. King's Pawn to King's 
fourth each, the first player moves 2. King's Bishop's Pawn 
to King^s Bishop's fourth. 

7. Centre CtouNTEB Gambit. — ^After the first player 
moves 1. King's Pawn to King's fourth, his opponent 
answers with 1. Queen's Pawn to Queen's fourth. 

8. French Opening. — ^Affcer 1. King's Pawn to King's 
fourth on the part of the first player, his opponent answers 
with 1. King's Pawn to King's third. 

9. Sicilian Opening. — ^After 1. King's Pawn to King's 
fourth by the first player, his opponent moves 1. Queen's 
Bishop's Pawn to Queen's Bishop's fourth. 

10. Queen's Gambit; — When each player moves 1. , 
Queen's Pawn to Queen's fourth, and the first player then 
moves 2. Queen's Bishop's Pawn to Queen's Bishop's 
fourth. 

11. Irregular Openings. — ^Any initiatory moves, on 
either side, not mentioned above. 

12. There are besides the Pawn and Move, Pawn and 
Two Moves, and Pawn and Three Moves Openings, when 
the several odds named are given. 

As a matter of course there are various branches of the 
above openings, which have each a distinctive title, as 
will be seen on reference to the Synopses introducing 
Chapters VI., VII., VIII., and IX. These titles, I may 
here observe, should be thoroughly learnt, as constant refer- 
ence is made to them« 
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ABBREVIATIONS. 



It "will be evident that, unless some abbreviations of the 
notation hitherto used were adopted, a work upon Chess 
would be swoUen out to an inordinate extent. The follow- 
ing are therefore employed : — 

K . 

Q . 

B . 
B . 

Kt 



sq 
ch 

dis. oh 
doub. oh 



for 


King. 


M 


Queen. 


ft 


Book. 


»» 


Bishop. 


»» 


Knight. 


» 


Pawn. 


»» 


square. 


>f 


check. 


» 


discovered check. 


»» 


double check. 


»» 


e»paa9a»L 
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CHAPTEE V. 

INTRODUCTORY GAMES. 

The following games are intended to accustom the student 
to playing from the " book,'* the notation adopted at first 
being more expanded than that in general use. They will 
also practically tecu^h the various technical phrases which 
occur^ and give an idea as to how the game is played. 

Game I. 

Whttb (Authob). Black (Amateub). 

1. Fawn to King's fourth 1. Pawn to King's fourth 

Each player moves out his King's Pawn first, in order to liberate 
the Queen and the King's Bishop. 

2. Pawn to EiQg's Bishop's 

fourth 

White plays out this Pawn, offering to sacrifice it, because if it 
is taken he obtains an attack, owing to the rapidity with which he 
can deploy his pieces, which amply compensates for the loss. 

2. King's Pawn takes King's 

Bishop's Pawn 

Black ''accepts the Gambit" by this move. Were he to play 
otherwise — as, for instance, 2. Pawn to Queen's fourth, or 2. Kins;^ 
Bishop to Queen's Bishop's fourth, it would be a " Gkunbit refdsed." 

3. King's Bishop to Queen's 

Bishop's fourth 

This constitutes the " Kin^s Bishop's Gambit." White attacks 
the King's Bishop's Pawn with his Bishop. 

3. Pawn to Queen's fourth 
Black mi^ht "defend" the Gambit by playmg 3. Qneen to 

King's Book's fifth (check), and afterwards, on White moviiu; 4. 
Sing' to King'B Bishop's square, 4. Pawn. \a "Sini^^ Kni^t's 
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fourth, supporting the advanced King's Bishop's Pawn ; he prefers, 
however, to give up the Fawn he has gained, hoping thereby to 
neutralize the attack. 

4. King's Bishop takes Queen's 

Pawn 

The Bishop being attacked, White must either retreat it or cap- 
ture the Pawn ; he takes it in preference to retreating, and with 
the Bishop, which is better than with the Pawn. 

4. Pawn to Queen's Bishop's 

third 

Black again attacks the Bishop, but he should have done so by 
moving 4. King's Knight to JSIing's Bishop's third, bringing 
another piece out. 

5. King's Bishop to Queen's 

Knight's third 

White retreats the Bishop, for if he took the Queen's Bishop's 
Pawn, Black would retake with Queen's Knight, winning the 
Bishop for a Pawn, and having much the better position. Bishop 
goes at once to Queen's Knight's third, where it is not liable to 
another attack directly, causing White to lose a move in again 
retreating. 

5. King's KJoight to King's 

Bishop's third 

Bringing out a piece, and attacking the King's Pawn. 

6. Fftwn to Queen's third 

Defending his own King^s Pawn, and also threatening Black's 
King's Bishop's Pawn on King's Bishop's fifth. 

6. King's Bishop to Queen's 

Bishop's fourth 

Threatening to take the King's Kiiight, compelling White to re- 
take with Kmg^ Book, and depriving him of the privilege of 
rskot^i-ng on the Eling's side. 

7. King's Kiiight to King's 

Bishop's third 

White moves out the K!night to prevent the last-mentioned 
manceuvre. 

7. Castles 

Giving up the advanced King's Bishop's Pawn with the object 
of presentlv obtaining an attack, his own King being safe, and his 
King's Bisnop preventing White from castling. 

8. Queen's Bishop t&kes 8. Queen's BiBhop to Em^^ 

mag's Bishop's Pawn Kmght'B fiKkx 
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getting his Bishop oat. Black " pins" the Kino's Kni^ 
against the Queen, so that it cannot be played away wiUiont kar- 
ing the latter en prise. 

9. Queen's Knight to Qaeen's 

second 

His Qneen's Bishop being oat, White properly goards the 
attacked Knieht wi^ the Qaeen's Knight, in obedience to the 
maTim, defend with the least yaloable piece available nnder tibis 
circumstances. 

9. Queen to King's second 

This was a lost more ; it indirectly threatened to win the King's 
Pawn, but the success of the design depended en White's pbymg 
badly. 

10. Pawn to Queen's Bishop's 

third 

Preparing to shut out the action of Black's King's Bishop, ena- 
bling White to castle on the Kind's side. Had Black's Queen 
been now on her own square. White could not have played this 
move, for fear of 10. Queen takes Queen's Pawn. 

10. Queen's Knight to Qneen's 

Book's third 

Intending to pl^ the Knight to Queen's Bishop's'second, and 
then into pL^y on King's third ; also opening up a communication 
between his two Books. Black perceives the futility of his deago. 
on the King's Pawn, which would really, if carried oat, cost him a 
piece, and abandons it. 

11. Queen's Bishop to King's 

Knight's fifth 

White dare not plfly H- Pawn to Queen's fourth, on account of 
Black's reply, 11. King's Knight takes King's Pawn, after which 
White coma not take the £[mg's Bishop for fear of 12. KmgfB 
Knight takes Queen's Bishop's Pawn (discovering check), taking 
the Queen next move, whatever White played. The Bishop is 
therefore moved to "pin" the Knight. 

11. Pawn to King's Book's 

third 

To dislodge the Bishop. 

12. Queen's Bishop takes 

King's Knight 

Were White to move 12. Queen's Bishop to King's Book's fonrtih, 
Black would retort with 12. Pawn to King's Elnight's fourth, and 
^ihe objecii of Wliite's eleventh move ivotuA\)« fs^tcated. 



INTRODUCTOEY GAMBS. 69 

12. Queen takes Queen's 

Bishop 

13. Pawn to Qaeen's fourth 

White now shuts out the King's Bishop. 

13. King's Bishop to Queen's 

Height's tmrd 

14. Castles 

Owing to the weakness of Black's ninth move White has been 
enabled to castle in safety, and has now much the better game. 

14. Queen's Bishop takes 

King's Knight 

15. Queen's Knight takes 

Queen's Bishop. 

Better than either Queen or King's Book takes Bishop. 

15. Queen's Book to King's 

square 

Attacking the King's Fawn. 

16. Queento Queen's Bishop's 

second 

Guarding the Pawn, and opening up the rank for his Queen's 

Rook. 

16. Pawn to Queen's Bishop's 

fourth 

Commencing an attack on the centre. 

17. Knight to King's fifth 

The best move, attacking Black's Queen with King's Book. 

17. Queen to King's Kiiight's 

fourth 

Black dare not allow his Queen to be taken. Were he to do so 
the following variation would occur : — 

17. Queen's Bishop's Pawn taket 
Qaeen^B Pawn 

18. King's Book takes Queen 18. Pawn to Queen's sixth (dis- 

covering check) 

19. King's Book takes Bishop 19. Queen's Pawn takes Queen 
90. King's Book takes Knight 20. Queen's Knight's Pawn takes 

King's Book 
81. Knight to Queen's seventh 21. Queen^s Book takes King's 

Pawn 

22. Knight takes King's Book 22. King takes Knight 

23. Bishop takes Queen's Bishop's 

Pawz^ and whu easily. 
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la Knigfat takes King^s 18. Queen to Eiiig^s sixtih 
Bishop's Pawn (check) 

Again Black eridentlj caimoi take Queen's Pawn with Queen's 
Bishop's Pkwn, on accoont of While plajin^ 19. Knight takes 
Qoeen (dLscorering check), and 2l». Queen's Bishop's Ptkwn takes 
Queen's Pawn, having won the Queen far the Knight. And if 
Black play 18. King's Book takes Knight, White answers with 
19. Bishop takes Kill's Book (chedc), and 2a Bishop takes QneaL's 

Book, winning. 

19. King to Cng^s Book's 19. Queen's Bishop's Ftewn 

square takes Queen's Puwn 

20. Knight to Queen's sixth 20. King to King's Book's 

(£scoTerinff check) square 

2L Kmght takes Queen's 21. King's Book takes Kni^ 

Book 

22. King's Bookto King's 

Bishop's seroith 

White intends to double his Books by plajins Queen's Book to 
King's Bishop's square, which would dnide the game in a few 
moves. 

22. Pawn to Queen's sizth 

Black drives down the Queen to stop ^e contemplated move. 

23. Queen to Queen's square 

If White played 23. Queen to King's Bishop's second. Black 
would exchange Queens and then capture Ejng's Book with 
Bishop, winning. 

23. Book takes King's Pawn 

24. King's Book to King's 24. King to ^ng'sBook's 

Bishop's eighth (check) second 

25. (^ueen to King's Bishop's 

square 

Threatening mate in two moves, by 26. C^een to Kmff's Bishop's 
fifth (check), and 27. Queen to E^hig's Bi^op's seventh, mate. 

25. Book to King's fouiih 
This allows mate in nine moves, but Book to King's second 
would leave one in four moves, and Queen to King's Knight's 
fourth would be nearly as bad. I leave the student to endea- 
vour to discover them, merely premising that the mate in four 
begins with Bishop to King's ]^iight's eighth (check), while the 
reply to Queen to fang's Ejaight's fourth is also Bishop to King's 
Knight's eighth (check), followed by Bishop to Queen's fifth (dis- 
covering check), and mate ensues in three more moves. 

26. Bishop to King's Knight's 26. King to King's Book's 

eighth (check) square. 
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IT Black move 26. King to King's Ejiight's third, White mates 
in a few moves, commencing with 27. Qaeen to Ejng's Bishop's 
seventh (check). 

27. Bishop to Being's sixth 27. King to King's Book's 

(discovering check) second 

28. Bishop to King's Bishop's 28. Pawn to King's Ejiight's 

fifth (check) third 

If Black play 28. Book takes Bishop, White mates in two moves, 
by 29. Qaeen takes Book (ched^), and 30. Qaeen to King's Bishop's 
seventh, mate. 

29. Bishop takes King's 29. King takes Bishop 

Knight's Pawn (check) 

30. King's Book to King's 30. King to King's Book's 

!l£iight's eighth (check) fourth 

31. Qaeen to King's Bishop's 31. King to King's Book's 

seventh (check) fifth 

32. Pawn to Ejng's Knight's 32. Qaeen takes King's 

third (check) Knight's Pawn 

38. King's Book's Pawn takes 33. King to King's Book's 

Qaeen (check) sixth 

34). Qaeen to King's Bishop's 

sqoare 

Mate. 



Game II. 

PEn this game the notation is somewhat cortailed compared with 
that osed in the last one.] 

Whitb (Amatettb). Black (Axtthob). 

1. Pawn to King's 4th 1. Pawn to King's 4th 

2. Pawn to Being's Bishop's 2. Pawn takes fawn 

4th 

3. Knight to King's Bishop's 

3rd 

This is the " King's Knicht's Glambit." By this move White 
prevents the Black Qaeen diecking at King's book's 5th. 

3. Pawn to King's Knight's 
4th 
Bbok tbia time " defends " the Gambit Pami. 
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4. Bishop to Queen's ^Bhop'B 4. Bishm to Ejog^s Enigfitrs 

5. GasUee 5. Ptown to Qoeen's 3rd 

6. Ptkwn to Qaeen's 4ih 

These mores are allowed to be the best wbkh. can be pbqred on 
each side in this opening. 

6. F^wn to King's Book's Srd 
Black plays this to preyeDt White taking King's Knighf s Ptowii» 
giving np a piece, but obtaining a great attack. 

7. Knight to Qaeen's Bishop's 7. Knight to King's 2nd 

3rd 
a Knight to Qaem's 5th 

This was a bad move; it considerably freed Black's game, and 
enabled him to Tnaintain the Pawn in aleby. 

a Knifi^t takes Kni^ 

9. Bishop takes Knight 9. CasUes 

10. Fawn to Queen's Bishop's 

3rd 

As a protection to the Queen's Ptmn,and also making an ootlei 
for the Queen. 

10. Fawn to Queen's Bishop's 
3rd 

11. Bishop to Queen's 11. Bishop to Cng'sKnighfs 

Kmght's 3rd 5th 

12. Queen to Qaeen's Bishop's 

2nd 

Bemoying his Queen to obyiate the ** pin." 

12. Knight to Queen's 2nd 

13. Ftkwn to King's Book's 13. Bishop to [^ng's Book's 

3rd 4th 

14. Ejiight to King's Book's 14. Bishop to King's Knighfs 

2nd 3rd 

Independeni^ of his Pawn advantage. Black has already the 
better game. He now commences an attack on the King's Fawn, 
threatening to play 15. Pawn to Queen's 4th, when it cannot be 
taken without Inmng the Queen enpri§e, 

15. Queen to King's 2nd 

Getting the Queen out of the impending danger. 

15. Queen to King's 2nd 

16. BislKm to Queen's 16. Queen's Book to King's 

Bisnop's 2nd sq 

17. Book to King's sq 17. Knight to King's Bishop's 

3rd 

m Fawn to Khig'B 5th 
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Tbe attack and defence are interesting; the Fawn cannot be 
long saved. 

18. Ejught to Qaeen's 2nd 

19. Bishop takes Bish(^ 

Pawn to King's 6th is of no use. Black replying with 19. Bishop 
takes Bi^op; if White then play 20. Pawn takes Pawn (ch), 
Black retakes with Qneen, winning a piece. 

19. Pawn takes Bishop 

20. Queen to Qneen's 3rd 

K Pawn to Sing's 6th, Black plays Einight to Queen's Knight's 
3rdy and the Pawn must £Ekll in time. 

20. Pawn takes Pawn 

21. Qneen takes Pawn 21. Qneen to King's Bishop's 

3rd 

Bemoying the Qneen firom before White's Book, so that Black 
may be enabled safely to take Pawn with Pawn. 

22. Qneen to Queen's Bishop's 

2nd 

Being a Pawn short. White does not exchange Queens. 

22. Pawn takes Pawn 

23. Book takes Book 

Gould not retake Pawn with Pawn, because of 23. Queen takes 
Fawn (ch). 

23. Book takes Book 

24. Knight to King's Knight's 24 Book to King's 8th (ch) 

4th 

25. King to Bishop's 2nd 25. Queen to King's 2nd 

26. Queen to Queen's 2nd 26. Book to King^s 5th 

27. Pawn takes Pawn 

White's game is completely gone ; he may as well do this as any- 
thing else. 

27. Bishop takes Pawn (ch) 

28. KJTig to Bishop's sq 28. Queen to Queen's Bishop's 

4th 

The dedsive move, play as White may. 

29. Knight takes Book's 29. King to Knight's 2nd 

Pawn (ch) 

Better than to Book's 2nd, as White would then pin the Book 
by Qneea to Queen's 3rd. 

30. Queen to Qaeen'a 3rd 30. Kiiiglitto'KixirfE'BidMS^^^ 

Srd 
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Much more forcible than Bishop to King's Knight's 8th at onoe. 

31. Knight to Knight's 4th 31. Bishop to King's Knight's 

8th 

Threatening 32. Knight takes Knight, and 33. Qoeen to King^B 
Bishop's 7th, mate. 

32. Qneen to Queen's 2nd 32. Knight takes Knight 

33. Fawn takes Knight 

If Qneen to Qneen's 7th (ch), Black plays King to Book's 3rd, 
and wins. 

33. Book to Queen's 5th 

34. Queen to King's sq 

If Queen to King's 2nd, Black mates in two moves, by 34. Book 
to Queen's 8th (ch), and 35. Queen to King's Bishop's 7th. 

34. Book to Queen's 8th 

35. Bishop to King's 3rd 

If Bishop to Queen's 2nd, Black mates by Queen to KmfifB 
Bishop's 7tL 

35. Book takes Queen (ch) 

36. Book takes Book 36. Bishop takes Bishop 

And Black wins. 



Game III. 

[The notation in this and the following games is contracted to 
that which is used in this country, the ini tig-lff only of the yarioQS 
pieces being employed to designate them.] 

Whitb (Ahaiextb). Biack (Authoe). 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 

White attacks the K P with his Kt. 

2. Kt to Q B 3rd 
Defending the K P. 

3. B to Q Kt 5th 

Threatening to take off the Kt and then capture the K P. 

3. P to Q B 3rd 

4. B takes Kt 4. Q P takes B 

5. Kt takes K P 

Although White exchanged pieces for the purpose of falHTigr this 
P, yet it waa ill-judged play, Black being able mimediately to re- 
gsan the F, with, the better poaitioii. 



7o 



Asadkics boik £k and P. 
7. Ck » K dkd 



Tlie Ck v«B em prim of t«D peoes, and Ind Tlliite pia;^ 7. Q 
to K ^id. Black vwld Iwre eirfanged Queens, andtlwii ttkea the 
Kk widi B^ clieckii^ aiid vimiiii^ beiDg a paeoe ahoid. 

7. BiDQB4di 

Bfack bas no^m five, <i|ien game, wlofedHA of White is o^^ 
and win be so for some imie^ 

a Gbsdes &KttoKBdid 

Hldte evidendy intends plajing B io K aq; Bln^ therefore 
p]ajB ao doKt he maj casde suli^y. 

9. B to K aq 9. Cbstks 

Hdb more of Blai^s nas neoesaaxy, as White threalened IOl 
Kt to Q B 4th, pjiming the Q against the K, and winning it fiur 
theB. 

la PtoQB^d 
To enafaie hnn to posh P to Q 4thy driring ba^ the B and opoH 

ing hill lyifH* 

10. QtoK&ard 

ApndbensiTe of White driring back the B and th«ti playing Xt 
to Q B 4th, attarlring the Q wi& B, and forcing an eaDcnange of 
Kt for By remaining with at least an equal game. 

11. PtoQ^h 11. BtoQSrd 

Modi better than to Q B 2nd, whare the B woold be comnletely 
oot of play; aft Q 3rd it bears down npon White's weak side* the 
King^s. 

12.KttoQB4th 
Bent iroon farcing the exchange of pieces, but he has no time 
allowed hmi to cany oot his intention. 

12. B to K B 6th 
llireatening mate, by Q takes K Kt P. 

13. Q to K P 3rd 13. Q B to K sq 

Again threatening mate, for if B takes K.K B retakes, and 
wSemust prevent B to K 8th, mate ; and ^ for ^t purp<»e he 
play 15. B orKtto Q2nd, Black replies wi^ Z{.^ v S.^^V 
wiiming the Queen; as if then 16. Kt to K 5th. BUwjk \a^^ v\ 
withBool^ winning. 
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14. Kt to K 5ih 14. B to K Ki 5th 

15. Q to K 3rd 

White eyidently dare not take either B or Q« on aoooimt of the 
impending mate of B takes B. 

15. B takee Kt 

16. P takes B 16. Kt to Q 4ih 

17. Q to Q 4th 

If White play Q to K Kt 4th, Black answers with Q to K 9rd, 
and then P to K B 3rd, winning a P, and remaining wiuiadedsiTe 
advantage. 

17. B to K B 6th 

18. P to K Kt 3rd 

If Q to K 4th, Blackplap B takes K P and wins at onoe, for if 
Q takes B, Q takes Kt P, mate; if Q move or Q take Q, B 
takes B, mate ; and if any other move B takes Q, winning. 

18. Q to K B 4ih 
llireatemng Q to K B 6th and Q to K Kt 7th, mate. 

19. Kt to Q 2nd 

Preventing Black's intention : if White move Q to K 4th or to 
Q 3rd, Black would win easily — ^m the first case by Ktto K B 3rd, 
and then B takes K P ; and in the second place by B takes K P 
at once. 

19. P to K B 3rd 

20. P to K B 4th 

To protect the K P. 

20. P takes P 

21. P takes P 

B takes P would eqaally lose, as after the exchange of pieces 
the P must &1L 

21. B to K B 5th 

22. Q to Q 3rd 

If Q takes B, Kt takes Q and wins; and if P takes B, Black 
mates in two moves, by Q to K Kt 5th (ch) and Q to E[t 7th. 

22. B takes K P 
And White resigns. 

[The position is peculiar and interesting. If White play B takes 
B, Black mates in four moves ; if P takes B, it is mate in three 
moves; and if Kt to K 4th or K B 3rd, Black takes Kt with K B, 
and forces mate in at most six moves, excepting in the variation 
when White plays 24. B to K B 4th, which, however, delays the 
result but a snort time longer. The student should endeavour to 
work out all these variations, aa they sxe TesmssVabV^ instructive.] 
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Game IV. 

(Tn tins gsme llr. H. Jones i^yed bHndfdd agamst a London 
matenr. £} w^ exemplifies the danger of castiliTig when the 
pposing forces can be immediately brought to the assault of the 
tsng, his own pieces bemg unable to come to his defence.] 

WmxE (Mil Jqkbs). Biack (Ajcaxsub). 

1. P to K 4th 1. F to K 4th 

2.£:ttoKB3rd 2.£:ttoQB3rd 

3. BtoQB4ih 3. BtoQB4th 

4. PtoQKt4tih 

l%e sacrifice of this Pawn ccmstitotes the Evans Gambit, perhaps 
be most brilliant opening known. 

4. B takes Kt P 

If Blade did not o^tore the P^wn, but played B to Q Et 3rd, 
r P to Q 4th, attacking White's Bishop, the opening wonld be the 
itbus Gambit Dedined. 

5. PtoQB3rd 5. BtoQB4dL 

6. P to Q ^kh 6. P takes P 

7. Gastlefl 7. B to Q Kt 3rd 

If Bku^ play Bishop takes Pawn, or Pawn takes P^wn, White, 
y moving Q to Q ^ 3rd, would obtain a terrible attack. 

a P takes P a P to Q 3rd 

9. KttoQB3rd 9. KKttoK 2nd 

Black evidently anticipated being able to castle in security next 
love. He overlooked, however, the iTnTnediate assault to which 
e subjects himsdf. 

10. E^ to K Kt 5th 

Attacking the K B P with two pieces. 

la Castles 
11 Q to K B 5th 

Threatening Q takes K B P, mate. 

ll..PtoKE3rd 
If Bbu^ moved B to K sq, intending to play K to B sq when 
ttarkfil. White would mate in two moves as foUows : — 

XL BtoKsq 

12. B takes K B P (eh) 12. £ to B iq 

13. Ki takes K B P. Mate. 

Or, 

11. B to £ aq 
IS. Btaka9XJPPr£&; l&KtoEsQ 
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12. Kt takes K B P 12. B takee Kt 

The sacrifice of the "exchange" was compelled, as if Qneea 
moves White plays Kt to K 6th or Kt takes Q P, disoovering chedc 
in each case, and winning her ni^esty. 

13. B takes B (ch) 13. K to B sq 

If K to B sq. White plays B takes K B P, and must wim 

14. B to Q Kt 3rd 

Threatening Q to K B 7th, mate. 

14. Q to K sq 

15. Q takes K B P 15. K Kt to Kt sq 

If P takes Q, B takes P, mating. 

16. Q to K B 8th 

Threatening — 

17. QtakMKt(oh) 17. KtoKfind 

18. Q takes Kt P (oh) 18. K to Q tq 

19. B to K Kt 6th (oh) 19. Kt to K ind 

20. Kt to Q 6th, winning euaij. 

16. Q Kt to K 2nd 

B to K 3rd is inadmissible, on acoonnt of the reply, P to Q 5tih, 
forking the two pieces. 

17. B to K Kt 5th 17. B to Q 2nd 

18. Kt to Q 5th 

Threatening Kt takes Kt and Q takes Kt, mate. 

18. B to K 3rd 
Blaek has little choice ; his game is quite gone. 

19. B takes Kt (ch) 19. K to B 2nd 

If Q takes B, Kt takes Q, and wins at once. 

20. Q to K B 5th (ch) 20. P to K Kt 3rd 

21. (2 to K B 7th 

Mate. 

Game V. 

[In this ^^e the author played blindfold, and gaye the odds 
of Queen's Knight. Before playmg the game over, remove White's 
(^een's Knight firom the board.] 

Whitb (Authoe). Black (Amatbue). 

1. P to K 4th 1. P to K 4th 

2.PtoKB4iibL 2. P takes P 

3.Kttx>KB3rd ^. B \o Q.!^ VSio. 
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Black plays the Bishop here with the intention of preventing 
White from castling on the King's side, at least for some time ; it 
is, however, a bad move, as the Bishop can be immediately driven 
away, and IJie Gambit Fawn mnst fall. 

4. P to Q 4th 

Cnttiag off the action of the Bishop, and getting White's Fawns 
well placed in the centre. 

4. B to Q Kt 6th (ch) 

Worse than useless ; Black can inflict no damage, and the only 
result of this move is that he brings out the Queen's Bishop's 
Fawn, supporting the Queen's Fawn, and also opening the diagonal 
for White's Queen. 

5. F to Q B 3rd 6, B to Q R 4th 

Were Black to play B to Q 3rd, intending to support the ad- 
vanced King's Bishop s Fawn, White would answer witn F to K 6th, 
and then take Fawn with Bishop. 

6. B takes K B F • 6. Kt to K B 3rd 
Bringing out his piece and attacking the King's Pawn. 

7. B to K Kt 6 

Pinning the Knight against the Queen. 

7. Castles 

G^etting his King into safety, and bringiag the Book into play. 

8. B to Q B 4th 

Better than F to K 6, attacking the King's Knight, which can- 
not be removed without leaving the Queen en prise; Black, how- 
ever, would move F to K B 3rd, in turn attacking a piece ; and 
if the Bishop retreated to K B 4th, F to K Kt 4th would send it to 
K Kt 3rd, and Black could then remove the Knight from danger. 

8. Kt to Q B 3rd 

To get out his pieces ; but F to Q B 3rd, threatening P to Q 4th, 
would have been a much better move. 

9. Castles 9. B to Q Kt 3rd 

The object of this move is to pin the Queen's Fawn against the 
King, rendering it useless for the support of a piece or Fawn 
^yed to K 6th; for instance, were White now to move Kt to 
K 5tii, Black takes it with his Queen's Knight for nothing, as 
Pawn cannot retake without discovering check. 

10. K to B sq 

To counteract the last move-. 

10. Kt to Q B 4th 
Attacking the King's Bishop, 
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11. B to Q Kt 3rd 

Betreatdng the Bishop to where it is sapported. 

11. B to K sq 
Apparently a good move, attacking the King's Fftwn* but in 
reality bad* giving White a welcome opportunity to obtain a good 
attack. 

12. B takes K Kt 12. Q takes B 

If Kt F takes B, White plays Kt to K 5th, and, whether ib is 
taken or not, he has a winning attack. 

13. Kt to K 5th 

Attacking the Qaeen with Book. Had White not, on his tenth 
move, played K to B sq, the Black Qaeen would now be able to 
take the Knight^ winning. 

13. Q to K 2nd 

It matters little where the Queen is played; the attack is OTer- 
whelming. 

14. B takes K B F 

Again persecnting the Queen. 

14. Q to Q sq 

If Q to K B 5th, White plays B to K B 4th, discovering check, 
and winning the Queen. 

15. B takes Q F (dis ch) 15. Kt takes B 

16. Q takes Kt (ch) 16. K to B sq 

If Black move K to B sq, White Queen goes to K B 7th, xnate; 
if he play B to K 3rd, White Book takes Queen, mate. 

17. Kt to K B 7th (ch) 

White might take Queen with Book, and, on Book retaking, win 
the latter by Kt to K B 7th (ch), winning. But he discards tbiB 
mode of play for a better. 

17. K to Kt sq 

18. Kt to K B6th (doub. ch) 18. K to B sq 

IfKtoBsq, QtoKB7th, mate. 

19. Q to K Kt 8th (ch) 

Black is now compelled to capture the Queen with the Book, a8» 
being guarded by the Knight, K cannot take it. 

19. B takes Q 

20. Kt to K B 7th. Mate. 

[This beautifdl poBitkni is a familiar instance of ''smothered 
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J," the adverse King being prevented by his own pieces from 
ping. It is the same as the celebrated " Philidor s Legacy," 



mate, 
escapmg. 

and is frequently obtained against amateurs of moderate sloll. 
It should be noticed that if "White on the fifteenth move did not 
take Queen's Pawn when discovering check. Black, after taking 
the King's Bishop with Blnight, would play P to Q 4th, and the 
attack would be in a great measure paralyzed. And on the seven- 
teenth move White could not sacrifice the Queen at once, for, the 
Knight not commanding K Kt 8th, Black would make the capture 
with his King, arid escape. The beauty of the position consists 
of White's ability by the series of checks to brmcr his Ejiight to 
K B, 6th, compelling Black to " smother " himself.] 

Game VI. 

[In this game White gives the odds of Queen's Book, which 
must be removed from the board before commencing to play. It 
is a fine example of the danger of bringing out the Queen too 
early ; by means of continually attacking her. White is enabled 
speedily to get all his pieces into fiill play, while those of his oppo- 
nent remain at home m inglorious inactivity. It will be observed 
that Black, out of twenty moves, is compelled to play his Queen no 
less than eleven times.] 

Whitb (Mr. H. Jones). Black (Mr. D.). 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P to Q 4th 

By this move Black " refdses " the Gambit. 

3. P takes Q P 3. Q takes P 

4. Kt to Q B 3rd 4. Q to K 3rd 

Black ^ays his Queen here for the purpose of preventing the 
adverse Bishop coming to Q B 4th; he should, however, have 
moyed Q to Q sq, considering he is receiving such heavy odds. 

5. P to K B 5th 

Sacrificing the Pawn with the object of getting the Queen where 
she can be assailed. 

5. Q takes K B P 

6. B to Q 3rd 

This is in opposition to the canon that the Bishop should never 
be played to Q 3rd while the Q P is unmoved ; but Black has played 
badly, and this is the best move to take advantage of it. 

6. Q to K Kt 4th 
Attacking the K Kt P. 

G 
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7. B to K 4th 

Sapporting the threatened Pawn, and preventing Black firam 
moving out his Q B except he gives up the Q B. 

7. B to Q Kt 5th 

Preventing the playing of P to Q 4th, for were White to make 
that move. Black would take the Kt checking, and then by playing 
9. Q to K E 5th (ch) he would win the K B. 

8. Kt to K B 3rd 

Putting a stop to Black's designs. 

8. Q takes K Kt P 

9. B to K Kt sq 9. Q to K E 6th 

10. R to K Kt 3rd 10. Q to K E 3rd 

Guarding the K Kt P ; were Queen played to K E 4th, 11. B to 
K Kt 5th would drive her away, and White would be able to capture 
the K P, checking. 

11. Kt to Q 5th 

Attacking the K B, and threatening Kt takes Q B P (ch), win- 
ning the Q E. 

11. Q to Q 3rd 

K B to Q 3rd White would play 12. P to Q 4th, and next 13. B 
takes K Kt P, threatening Kt to K Kt 5th, with a very strong 
attack. 

12. P to Q B 3rd 12. B to Q B 4th 

13. P to Q 4th 13. P takes P 

14. B to K B 4th 

Every piece of White's is now in capital play. 

14. Q to Q 2nd 

If 14. Q to Q sq. White answers with 15. B takes Q B P, and 
16. Kt to K 5th, with a fine position. 

15. Kt to K 5th 15. Q to Q sq 

At length the Queen has got back to her own square, but at what 
an expense of time and position ! 

16. KttakesKBP 

Having all his pieces well out. White now sacrifices for the pur- 
pose of forcing an opening. 

16. K takes Kt 

17. Q to K E 5th (ch) 17. P to K Kt 3rd 

18. B takes Kt P (ch) 

White's play here, though spirited, is perfectly safe. 
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18. F takes B 

19. Q takes P (cli) 

If Q takes B, Black would have time to get out his forces, and, 
baving so mucli superiority, would win. White, however, continues 
the attack, which is now irresistible. 

' 19. K to K B sq 

20. B to K B 3rd 20. Q takes Kt 

The game is completely gone ; if 20. Q to K sq (ch), hoping to 
force the exchange of Queens, White moves 21. B to K 5th (dis. 
ch), and mates in two more moves, by B takes Kt (ch) and Q 
takes Q- 

21. B to Q 6th 

Giving check, discovering check, and mating. 

The disparity between the forces at the end wiU be noticed, but 
Black's material preponderance is of not the slightest use to him, 
for throughout the game he has been fighting with Queen and 
Bishop alone. It is easily seen who really gave odds. 
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SYNOPSIS OF CHAPTER VI. 

The following are the principal lines of attack and defence in the 
King's Knight's Opening, with the respective designations attached 
to them : — 

Damlajso Gambit. 

P to K 4th Kt to K B 3rd 

•^- P to K 4th ^- P to K B 3rd 

GouKTES Gambit. 

PtoK4th Kt to K B 3rd 

^- P to K 4th ^' P to K B 4th 

Phiudok's Defence. 
P to K 4th Kt to K B 3r d 

•^- P to K 4th ^- P to Q 3rd 

Petboff's Defence. 

PtoK4th Kt to K B 3rd 

^- P to K 4th ^- Kt to K B 3rd 

Queen's Bishop's Pawn Game in the King's KJnGHT's Opening. 
P to K 4th Kt to K B 3rd P to Q B 3rd 

P to K 4th ^- Kt to Q B 3rd ^' " 

RuY Lopez Knight's Game. 
P to K 4th Kt to K B 3rd B to Q Kt 5th 

P to K 4th ^- Kt to Q B 3rd ^' ~ 

Scotch Gambit. 
PtoK4th Kt to K B 3rd « PtoQ4th 

P to K 4th ^- Kt to Q B 3rd 

Two Knights' Defence. 
P to K 4th Kt to K B 3rd B to Q B 4th 

PtoK4th ^•KttoQB3rd ^'KttoKBSrd 

Htjngabian Opening. 

P to K 4th Kt to K B 3rd BtoQB4th 

Pl^K 4th ^' Kt to Q B 3rd ^' B to K 2nd 

Giuoco Piano. 

P to K 4th Kt to K B 3rd BtoQB4th 

PtoK4th ^•KttoQB3rd •BtoQB4th 

Evans Gambit. 
P to K 4th 2 Kt to K B 3rd 3 B to Q B 4th 

P to K 4th * Kt to Q B 3rd * B to Q B 4th 

^ P to Q Kt 4th 
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CHAPTEE VI. 

THE king's knight's OPENING. 

This opening is jnstly considered one of the safest known, for, 
unless the first player is guilty of an error, he must always, up to 
an advanced stage of the game, retain the advantage of the attack, 
greater or less as his opponent may condnct the (&fence. It con- 
sists in bringing out yonr King's Knight on the second move. 

WmTB. Black. 

1. P to K 4th 1. P to Z 4th 

2. Kt to Z B 3rd 

By this move yon at once threaten to capture the adverse King's 
Pawn. Black has eight modes of play in answer, besides Kt to 
Q B 3rd, which is recognised as the best, namely — ^Protecting the 
Pawn: 1. Q to Z B 3rd; 2. K B to Q 3rd; 3. P to K B 3rd; 
and 4. P to Q 3rd ; Counter attacking : 6. B to Q B 4th ; 6. P to 
Q 4th; 7. P to K B 4th; and 8. Kt to Z B 3rd. In the first 
place: — 

2. Q to Z B 3rd 

The Queen is brought out too early, and you must gain an 
advantage. 

3. B to Q B 4th 3. Q to Z Zt 3rd 

Black now attacks two Pawns, but if he take either you win 
easily. 

4. Castles 

Besides this you might play as follows : — 

4. P to Q 3rd 4. Q takes Z Zt P 

5. B takes Z B P (ch) 5. Z takes B 

If he play Z to Q sq, you move B to Z Zt sq, with a fine game. 

. 6. E to Z Zt sq 6. Q to Z B 6th 

7. Zt to Z Zt 5th (ch), and wins the Queen. 

4. Q takes K P 

5. B takes K B P (oh) 5. K to Q sq 

If K takes B, E^ to K Kt 5th (ch) evidentiiy wins the Queen; 
and if K to K 2nd you win easily: — 
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5. K to K 2nd 

6. R to K sq 6. Q to K B 5th 

7. R takes P (ch) 7. K takes B 

If K to B 3rd, yon play PtoQ4thandPtoE:E 3rd, winning 
the Queen. 

8. P to Q 4th 8. Q to K B 3rd 

9. Kt to Kt 5th (ch) 9. K to Kt 3rd 

10. Q to Q 3rd (ch) 10. K to E 4th 

11. P to K Kt 4th (ch) 11. K takes P or K to 

12. Q to KB 3rd. Mate. B 5th 

6. Kt takes K P 6. Kt to K B 3rd 

If Q takes Kt, yon move B to K sq, winning the Queen or 
mating by B to K 8th. 

7. B to K sq 7. Q to K B 4th 

8. B to K Kt 6th 8. Q to K 3rd 

To prevent Kt to K B 7th, mate. 

9. Kt to K B 7th (ch), and wins the Queen. 



In the second place : — 

2. K B to Q 3rd 

This defence is very bad, as it prevents the Queen's Pawn firom 
being moved, liberating the Queen's Bishop, and Black's game 
must be exceedingly cramped. 

3. B to Q B 4th 3. Kt to K B 3rd 

4. P to Q 4th 4. Kt to Q B 3rd 

If Kt takes P you win a piece at once : — 

4. Kt takes K P 

5. P takes P 5. B to Q B 4th 

6. Q to Q 5th 

Threatening mate. 

6. B takes K B P (ch) 

7. K to K 2nd 7. Castles 

8. Q takes Kt, and wins. 

5. P takes K P 5. B takes P 

If he take this Pawn with Queen's Knight you win a piece by 
exchanging Knights, and then playing P to K B 4th and P to 
K5th. 

6. Kt to K Kt 5th 6. Castles 

7. P to K B 4th 7. B to Q 5th 

8. P to K 5th 8. Q to K 2nd 

If he retreat Kt to K sq, you play Q to K E 5th, winning. 

9. Q to K 2nd, with a splendid attack. 
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In the third place : — 

2. B to Q B 4th 

This move gives yon too mnch time, as it neither attacks nor 
defends. 

3. Kt takes K P 3. Q to K 2nd 

4. P to Q 4th 4. B to Q Kt 3rd 

5. B to Q B 4th 5. Kt to K B 3rd 

6. B takes K B P (ch) 6. K to B sq 

7. B to Q Kt 3rd 7. Kt takes K P 

8. Castles, with a fine game. 



In the fonrth place : — 

2. P to Q 4th 

This is not so bad as the previons moves, but yon get a slight 
advantage. 

3. P takes P 

Better than Kt takes K P, which leads to an even game. Black 
replying with Q to K 2nd. 

3. Q takes P 

4. Kt to Q B 3rd 4. Q to K 3rd 

5. B to Q Kt 6th (ch) 5. B to B 2nd 

6. Castles 

Threatening Kt takes K P, and, if Queen retake, K to K sq, 
winning her. 

6. B takes B 

7. Kt takes B 7. B to Q 3rd 

8. E to K sq, with a good position. 



We come now to what may be considered the more regular 
defences in this openiag, and m:st we have — 

The Damiano Gambit. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. P to K B 3rd 

3. Kt takes K P 3. P takes Kt 

The capture of the Knight loses the game ; Black should play 
Q to K ^d. See Variation A. 

4. Q to K E 5th (ch) 4. K to K2nd 

If he play P to K Kt 3rd, you take K P with Q, checking, and 
then take lus King's Eook, with a fine game. 
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6. Q takes K P (ch) 5. K to B 2nd 

6. B to Q B 4tli (ch) 6. P to Q 4th 

7. B takes P (ch) 7. K to Kt 3rd 

8. P to K E 4th 8. B to Q 3rd 

9. P to K R 5th (ch) 9. K to R 3rd 

10. P to Q 4th (dis. ch) 10. P to K Kt 4th 

11. P takes P en pas. (dis. ch) 11. K takes P 

12. Q to K E 6th (ch) 12. K moves 

13. Q to K B 7th. Mate. 

Vabiation a. 

White. Bla^ck. 

3. Q to K 2nd 

4. Kt to K B 3rd 

If yon check with the Qneen yon will lose : — 

4. Q to K R 6th (ch) 4. P to K Kt 3rd 

6. Kt takes Kt P 5. Q takes K P (ch) 

6. B to K 2nd 6. Q takes Kt, and wins. 

4. P to Q 4th 

5. P to Q 3rd 5. P takes P 

6. P takes P 6. Q takes P (ch) 

7. B to K 2nd 7. B to K B 4th 

Attacking the Q B P. 

8. Kt to Q 4th 8. Kt to Q B 3rd 

If he take the K Kt P with Qneen, yon play B to K B 3rd, with 
the advantage. 

9. Kt takes B 9. Q takes Kt 
10. Castles, with a good opening. 



Counter Gambit. 

WmTB. Black. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. P to K B 4th 

3. Kt takes K P 

Yon may also play B to Q B 4th advantageonsly ; see Yar. A. 

3. Q to K B 3rd (a) 

4. P to Q 4th 4. P to Q 3rd 

If Black play P takes K P, yon move B to Q B 4th, and have a 
strong attack. 
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5. Kt to Q B 4tih 5. P takes P 

6. KttoQBSrd 6. PtoQBSrd 

He may also play B to K B 4th, to which yon answer with P to 
K Kt 4th and then B to K Kt 2nd ; or Q to K Kt 3rd, when you 
play P to K B 3rd, and, npon his taking, retake with Queen ; or, 
lastly, he may move Kt to K 2nd, in which case you push the Pawn 
to Q 5th, to enable you to take the K P safely, and if ne then defend 
the Pawn with Queen you move Q to Q 4th. In each case you 
obtain a great advantage. 

7. Q Kt takes K P 7. Q to K 3rd 

8. Q to K 2nd 8. P to Q 4th 

9. Q Kt to Q 6th (ch) 9. K to Q sq 

Should he play K to Q 2nd you reply with Kt to K B 7th ; then, 
on Q P taking !^t, you exchange Queens, take Q B P with B (ch), 
and finally capture the K B, with a fine game, as you can always 
obtain at least two more Pawns for your imprisoned Knight. 

10. Q Kt takes Q Kt P (ch) 10. K to Q B 2nd 

11. Q takes Q (ch) 11. B takes Q 

12. K Kt to Q E 6th 12. K to Q Kt 3rd 

13. B to Q 2nd 13. Kt to Q 2nd 

14. P to Q Kt 4th 

And you will save both your Knights, and remain two Pawns 
ahead. 

(a) 

3. Q to K 2nd 

4. Q to K B 6th (ch) 4. P to K Kt 3rd 

6. Kt takes Kt P 6. Q takes K P (ch) 

6. B to K 2nd 6. Kt to K B 3rd 

7. Q to K B 3rd 7. E to K Kt sq 

8. Kt to Q B 3rd 8. Q to K 3rd 

9. KttoKB4th 

With the better game. 

YA&iATioiir A. 
Whitb. Black. 

3. B to Q B 4th 3. P takes P 

He may here play P to Q 3rd, for which see Var. B. 

4. Kt takes P 4. Q to K Kt 4th 
6. Kt to K B 7th 6. Q takes Kt P 

6. E to K B sq 6. P to Q 4th 

7. Kt takes E 

If you take the Q P with B Black gets the advantage, as 
fbllowa: — 
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7. B takes Q P 7. B to K E 6th 

8. Q to K 2nd 8. Kt to K B 3rd 

9. B to Q B 4th 9. Kt to Q B 3rd 
10. Kt takes B 10. Kt to Q 5th 

And he has much the better game. 

7. P takes B 

8. Q to K R 6th (oh) 8. P to K Kt 3rd 

9. Q takes K B P 

And you win. 

Yakiation B. 

White. Black. 

3. P to Q 3rd 

4. P to Q 4th 4. P takes K P 

If he take Q P you play Kt to K Kt 5th, with a good game. 

5. Kt takes K P 5. P takes Kt 

6. Q to K R 5th (ch) 

And you have a winning attack. 



Phiudok's Defence. 



This defence consists in Black playing, on his second move, P to 
Q 3rd, supporting his King's Pawn, which is attacked by the White 
Knight. It was first introduced by Ruy Lopez, a priest of Za&a» 
in Estremadura, Spain, who, in a work upon the game published 
in 1561, advocated this as the best defence in the Sing's Kiiight's 
Opening. And Philidor, in 1749, expressed himself so stron^y in 
fevour of this move that, for a length of time, it was believed that the 
first player, by moving 2. Kt to K B 3rd, must have at the least an 
inferior game. The former, Ruy Lopez, believed that by defending 
with 2. Kt to Q B 3rd Black exposed himself to a strong attack by the 
answer, on the part of White, 3. B to Q Kt 6th — ^which has been 
since known as " The Knight's Grame of Ruy Lopez ; " while Phili- 
dor imagined that by adopting 2. P to Q 3rd, the second player 
will infiallibly be enabled to establish his Pawns in the centre. 
After the death of the celebrated French master, however, this 
opinion began to be controverted, and the contest between the 
opposite schools was maintained with great pertinacity, until, in 
lo43. Yon Bilguer and Heydebrand von der Laza, in their " Hand- 
buch," said, " Black's centre Pawns can always be broken up to the 
advantage of his adversary, and it follows, therefore, that P to Q 
3rd is not a good defence, since it shuts in the Bishop at K B sq, 
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wMe White, by 3. B to Q B 4tli, or, still better, 3. P to Q 4tli, can 
freely develop his game." This is undoubtedly true, but it has 
never been proved that the Philidor Defence is unsafe ; on the 
contrary, since the introduction of the brilliant attack of the 
" Evans Gambit " the best players are becoming more partial to the 
move, and its resources have become more fully understood. Mr. 
Boden weU expresses the merits of the case when he says, " Our 
conclusion respecting the PhiHdorian Defence is that it cannot be 
considered untenable. It cannot be denied that it gives the second 
player a close game — ^that you will get an attacking situation. But 
oe it remembered that a cramped game is uot necessarily a lost one 
—no such thing. He must be content to conduct a close defence, 
and develop gradually." The debut, I may mention, is considered 
Uie closest of all the open games and the most open of all close 
games. 

White. Black. 

1. PtoK4th 1. PtoK4fch 

2. Kt to K B 3rd 2. P to Q 3rd 

3. P to Q 4th 

This is given as your best move, although 3. B to Q B 4th is 
little inferior. See variation B. 

3. P takes P (Var. A) 

4. Q takes P (a) 4. B to Q 2nd 

The move formerly recommended for Black was 4. Kt to Q B 
3rd, to which White replied with 5. B to Q Xt 6th, and — on Black 
playing 6. B to Q 2nd— 6. B takes Kt, and 7. B to K Kt 6th, with 
the better game. See Illustrative Grame I. By his present move, 
first, however, Black prevents this reply on the part of White. 
If 4. £t to KB 3rd, White plays 6. Pto £.6th, with the advantage. 

6. B to K 3rd 6. Kt to Q B 3rd 

6. Q to Q 2nd 6. Xt to X B 3rd 

7. B to Q 3rd 7. B to K 2nd 

8. Kt to Q B 3rd 8. Castles 

9. Castles (K E) 

And White's game has much more freedom. 

(a) 

4. Zt takes P 4. P to Q 4th 

Your capture of the Pawn with Knight instead of Queen on the 
fourth move was decried for a long time, as allowing Black to 
liberate his King's Bishop by the advance of the Queen's Pawn, 
but later researdkes show that it is perfectly sound. 

5. PtoK6th 6. PtoQB^ftiWi 

6. 3 to QKtStb (cb) 6. B to Q^ud 
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If Black move £t to Q B 3rd, White plays 7. £t takes Kt,iniih 
a good attack. 

7. P to K 6th 7. B takes B (c) (d) (e) 

8. P takes P (ch) 8. K takes P 

9. Kt takes B 9. Q to K sq (ch) 
10. Q to K 2nd 

And White has decidedly not the worst position. 

(Jb) 

5. B to Q B 4th 

6. KttoQBSrd 6. £:ttoK2nd 

7. B to X 2nd 7. Castles 

8. Castles 

With the better game. 

(c) 

7. P takes P 

8. £t takes P 8. Q to K 2nd 

If he play 8. Q to Q B 4th (ch), you move 9. B to Q 2nd, and he 
dare not teJce the Bishop on account of Xt to Q B 7th (ch), winning 
the Queen ; and if he play 8. Q to £1 B 3rd you exchange Bishops 
and tiien play 10. Q takes Q P. 

9. B takes B (ch) 9. Kt takes B 

10. Castles 10. Q takes £t 

11. E to X sq 11. Kt to X 4th 

12. Q to X B 5th (ch) 

And White ought to win. 

(d) 

7. P takes Xt 

8. P takes B (ch) 8. Xt takes P 

9. Q takes P 9. X Xt to B 3rd 

10. Castles 

And Black's Queen's Pawn is very weak. 

ie) 

7. QtoX2nd 

8. B takes B (ch) 8. Xt takes B 

9. Castles 9. P takes Xt 

If he move 9. P takes P, White plays 10. Xt takes P, and the 
position of Yariation c occurs. 

10. P takes Xt (ch) 

White haa the advantage. 
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On move 4 Wbite, instead of retaking the Pawn, may play B to 
Q B 4th, to which Black answers with Kt to K B 3rd, and a 
position of the Scotch Grambit is the resnlt. 



Vabiatiow a. 
White. Black. 

3. P to K B 4th 

This is not considered a safe defence, althongh &vonred by 
Philidor. Black may also play Kt to K B 3rd and B to K Kt 5th, 
which may here be briefly examined : — « 

3. Kt to K B 3rd (a) 
4. B to K Kt 5th 4. B to K Kt 5th 

If he play 4. P takes P, yon retake with Q, and then move Kt to 
Q B 3ra and castle, with a fine game. 

6. P takes P 5. B takes Kt 

6. Q takes B 6. P takes P 

7. Q to Q Kt 3rd 7. P to Q Kt 3rd 

8. B to Q B 4th, with the better game. 

(a) 

3. B to K Kt 5th 

4. P takes P 4. B takes Kt 

5. Q takes B 5. P takes P 

6. BtoQB4th 

And again White has the advantage. 

4. B to Q B 4th (b) 4. P takes P 

5. Kt takes P 

And by next moving Q to K B 5th (ch) White obtains mnch 
the better game. 

4. P takes K P 

This is the move nsoally played, althongh, as jnst shovm, B to 
Q B 4th is a strong method of carrying on the attack. 

4. B P takes P 

5. Kt to K Kt 5th 5.' P to Q 4th 

6. P to K 6th 6. B to Q B 4th (c) 

7. Kt takes K P 7. B to K2nd 

If Black take Kzdght with Pawn yon check with Qneen at K H 
5th, and take his Bishop, with the better game. And if— 
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8. BtoKKti5th 8. KiitoK2iid 
If Et to K B 3rd, White plays B takes Kt and wins. 

9. Q to K B 5th (ch) 9. P to K Kt 3rd 

10. KttoKB6th(ch) 10. KtoBsq 

11. B to K B 6th. Mate. 

8. Q to K B 5th (ch) 8. P to K E:t Srd 

9. QtoK5th 9. KttoKBard 

10. Kt to K Kt 5th 10. B to Q ard 

11. QtoKSrd 

And White's game is to be preferred. 

(c) 

6. Kt to K B ard 
7. P to K B 3rd 

This is not as good as 7. Kt to Q B 3rd, for whidi see Ufaisba- 
tive Grame IL 

7. P to K 6th 

This is Black's best more; if he play otherwise yoa get the ad- 
vantage, e. g. : — 

7. P takes P(d) («)(/) 

8. QtakesBP 8. BtoKKtsq 

9. KttoQB3rd 9. PtoQB3rd 

10. Q to K B 7th (ch) 10. Kt takes Q 

11. P takes Kt (ch) 11. K to Q 2nd 

12. P takes B, queens, and wins. 

7. Kt to Q B 3rd 

8. B to Q Kt 5th 8. Q to Q 3rd 

9. Kt to Q B 3rd 9. B takes K P 

10. Kt takes B 10. Q takes Kt 

11. Q takes P 11. Q takes Q 

12. Kt takes Q 12. Castles 

13. P takes P, with the better game. 

(e) 

7. B to Q B 4th 

8. P takes K P 8. Castles 

9. Q takes Q P 9. Q to K 2nd 
10. B to Q B 4th, with the advantage. 

(/) 

7. B to K 2nd 

8. P takes K P 8. B takes Kt 

9. Q to K E 6th (ch) 9. P to K Kt 3rd 

10. Q takes B 10. Q takes Q 

11. B takes Q 11. Kt to K Kt 6th 

12. P takes Q P, with a winning advantage. 
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8. B takes K P 8. B to K 2nd 

9. P to K B 4th 9. B takes Kt 
10. P takes B 10. Kt to K B 4th 

And Black will recover the Pawn, and have an equal game. 

Vabiatiok B. 

White. Bla.ck. 

3. B to Q B 4th 3. P to Q B 3rd 

Black has several moves at his command at this point. If he 
play 3. B to K 3rd, yon exchange Bishops and move 5. P to Q B 3rd; 
if 3. KttoQB3rd,yonmove4.PtoQB3rd;if3. KttoB.B3rd, 
yon move 4. Kt to K Kt 5th ; and if 3. B to K 2nd, yon move 
4. Kt to Q B 3rd — ^in each case having a somewhat better position. 
For Black's move 3. P to K B 4th, see Yar. a. 

4. Kt to Q B 3rd 4. B to K 2nd 
6. P to Q 4th 6. P takes P 
6. K Kt takes P 

With the finer game. 

(a) 

3. P to K B 4th 
4. P to Q 4th 4. P takes K P 

If he move P takes Q P, yon answer with Kt to K Kt 6th, with 
a much better game. 

6. Kt takes P 6. P takes Kt 

6. Q to K E 5th (ch) 6. K to Q 2nd 

7. Q to K B 6th (ch) 7. K to Q B 3rd 

8. Q takes P on K 6th 8. P to Q E 3rd 
This is his only move to avoid mate very shortly. 

9. P to Q 6th (ch) 9. K to Kt 3rd 

10. B to K 3rd (ch) 10. B to Q B 4th 

Shonld he play P to Q B 4th, you take Pawn em, jpassant, and 
then move Kt to Q B 3rd, winning. 

11. B takes B (ch) 11. K takes B 

12. P to Q Kt 4th (ch) 12. K takes P 

13. Kt to Q 2nd 13. P to Q Kt 4th 

14. E to Kt sq (ch) 14. K to E 4th 

15. Q to Q 4th 16. Q to Q 3rd 

16. Kt to Q Kt 3rd (ch) 

And White wins easily. 
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Game L 

Between Mr. Morphy and M. Bancher (of Paris), the former 
playing blindfold, and similarly conducting seven ot^er games a& 
the same time. 

White (Mr. M.). Black (Mr. B.). 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. P to Q 3rd 

3. P to Q 4th 3. P takes P 

4. Q takes P 4. KttoQB3rd 

5. B to Q Kt 5th 

Pixming the Knight against the King. . 

5. B to Q 2nd 

To release the Knight. 

6. B takes Kt 6. B takes B 

7. B to K Kt 5th 7. P to K B 3rd 

8. B to K E 4th 8. Kt to K R 3rd 

9. Kt to Q B 3rd 9. B to K 2nd 

10. Castles (K R) 10. Castles 

11. Q to Q B 4th (ch) 11. K to B sq 

12. Kt to Q 4th 

Having his pieces well deployed. White now commences an attack; by thii 
move he threatens to take the Queen's Bishop with the Knight and thsn to 
capture the Q B P with the Queen, and also threatens to play 13. Kt to K Oth, 
attaokmg both Queen and Book, and winning the " exchange.'* 

12. Q to Q 2nd 

Guarding against both dangers. 

13. Q R to Q sq 13. R to K B 2nd 

Still apprehensive of Kt to K 6th, and desirous perhaps of playing Q B to 
K B sq, doubling the Books, although it would not improve his game. This was 
a lost move, for the Book is soon compelled to retreat. 

14. P to K B 4th 14. P to Q R 4th 
Another lost move, giving White time to mature his attack. 

15. P to K B 5th 15. K R to K B sq 

To enable him to bring his King's Elnight into play, which he eoold not do 
while the Book was on KB 2nd without living the latter piece e»$ri»e» 

16. Kt to K 6th 

The Knight here ezerdses a great influence in preventing the devek^iment of 
Black's game. 

16. R to K Kt sq 

17. P to Q R 4th 

Highly necessary, to prevent F to Q Kt 4th, a move which would relieve Black's 
game exceedingly. 
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17. Kt to K Kt 6th 
la QtoK2nd 

To prerent Kt to K 6iili, winning the exchange. 

18. Kt to K 4th 

19. B to K Kt 3rd 19. Q to Q B sq 

To enaUe him, if White take Knight with Bishop, to retake with Q P, which 
would be mneh better than with K B P; alao to enable him to play B to Q 2nd, 
to get rid of the Knight. 

20. B takes Kt 20. Q P takes B 

21. B to K B 3rd 

ComnMneing an irresistible attack. 

21. B to Q 2nd 

Tntwiding to take the Knight, but White's attack is so immediately daneerous 
that the sMond flayer is compelled subsequently to make entire)^ delusive 
mores. This position weU shows the yalue of " time " in Chess : could Black 
gain one more, he might reooyer, but, being unable to do so, he must lose. 

22. B to K B 3rd 

Threatening mate in two moves, by B takes B P (ch) and Q to B 6th. 

22. P to K B 3rd 
Suppose— 

28. BtoKsq 
23. QtoKB6th 

Threaiewkiff Q iahes B P, meOe, 

23. PtoKBdrd 
84 KttakesEKtP 24. B to K B sq 

IfKioKi»q, B to K Kt 9rd wins; and if K takes Kt, Whits mates in 
tkrse moves, hy Q takes B P (ckj, Q to Kt 6tk {chj, and BtoKB Stk, 

26. Q takes P (ch) 26. K to Kt sq 

26. Q to B 7th (ch) 26. K to B 2nd 

27. Kt to K 6th (dis. ch) 27. B to Kt 2nd 
88. Q takes B. Hate. 

23. Q to C2 2nd 

Agam threatening mate in two mores. This was better than Q to K B 6th, 
tfareateninff Q takes P (ch) and B takes P, mate, for Black would reply with 
23. BtofBsq,ar23. B takes Kt, preventing the manceuvre. 

23. K to B 2nd 

24. Q takes B 24. B to Q 3rd 

Q takes Q, bad as it is after losing a piece, would have been better than the 
more played, which affixrds White an opportunity of finishing off the Ijgame in 
brilliant style— in fact, after Black's twenty-fourth move, mate is forced in six 

IS. 

25. B takes B P (ch) 25. K takes B 

26. B to Q 3rd 26. B to Q B 4th (ch) 

27. K to B sq 27. B to K 6th 

28. B takes B 28. K to B 4th 
Any other more allows BtoKB drd, mate on the more. 

29. B to K B 3rd (ch) 29. K to Kt 5th 

30. Q to Q sq. Mate. 

H 
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Game II. 

Between Messrs. Staunton and "Alter" and Messrs. Morplij 
and Barnes. 

White (Messrs. S. & A.). Bla.ck (Messrs. M. & B.). 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. P to Q 3rd 

3. P to Q 4th 3. P to K B 4th 

4. P takes K P 4. B P takes P 
6. Kt to K Kt 6th 6. P to Q 4th 

6. P to K 6th 6. Kt to K R 3rd 

7. Kt to Q B 3rd 7. P to Q B 3rd 

If— 

7. BtoQKtSth 

8. Q to K B 6th (oh) 8. K to B eq 

9. KttoKB7ih 9. QtoSsq 

10. Q takes QP 10. Kt takes Kt 

11. P takes Kt 11. Q takes P (a) 

12. QtoQ8th(ch) 12. QtoKiq 
18. Q takes Q B P, with the advantage. 

(«) 

11. QtoQBSrd 

12. Q takes Q 12. Kt takes Q 

13. B to K B 4th, and willwina Pawn: for if Black play Kt to Q Sth, 
threateninpr Kt takes Q B P, White castles, attacking the Knight^ and eitibsr 
the K P or the Q B P must falL 

8. K Kt takes K P 8. P takes Kt 

9. Q to K R 5th (ch) 9. P to K Kt 3rd 

Dare not move K to K 2nd, on account of B to K Kt 6th (ch), winning the 
Queen. 

10. Q to K 5th 10. R to K Kt sq 

11. B takes Kt 

Herr Ldwenthal points out that Mr. Staunton and his ally here missed an 
evident opportunity of gaining a decided advantage, and submits the fi>llowing 
analysis in proof of his assertion :— 

11. B to K Kt 6th 11. Q to Q Kt 8rd (5) (o) 

12. Castles 12. KttoKt6th 

13. Q to K B 4th, and must win. 

(b) 

11. QtoQSrd 

12. Q takes Q 12. B takes Q 

13. Kt takes KP 13. B to B sq 

KttoK B4,thi9 atuwered by B to K Kt 4ith, 4^e, 

14. Kt to K B 6th (oh) 14. K to K 2nd 
16. Kt takes B (dis. ch) 16. K takes P 

16, Kt takes Kt, and wini. 
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W 

11. BtoKKt2nd 

12. P to K 7th 12. Q to Q 2nd (d) (e) (/) 

13. Q to K B 4$iii, and White at least regains the piece, -with the 
better position, as he threatens to move Q B to Q sq with fatal effect, and, 
play as Black maj, White's following moves of B to Q B 4Ui and £t takes 
T will proTe irresistible. 

(rf) 

12. QtoQ5th 
13. Q to Q B 7th, and wins. 

W 

12. B takes Q 

IS. P takes Q, queens (ch) 18. £to£B2nd 



14. Qto£7th. Mate. 



if) 



12. QtoQKt3rd 

13. Castles 13. B takes Q 

IfKt to Q 2nd, Whits pla^fs l^, Q to K 6«A, fohieh, followed hyBtoQB 
Mhytoitu. 

14. B to Q 8th (oh) 14. K to B 2nd (best) 

15. BtoQB4th(oh) 16. B to S 3rd (best) 

16. B takes B(ch) 16. K takes B 

17. B takes B 17. Kt tokes B 

18. P to £ 8th, queens (eh) 18. £ to B 4th 

19. B to K 3rd, with a superior game. 

11. B takes B 

12. B to Q sq 12. Q to K Kt 4th 

Herr Lowenthal observes with reference to this move, that " Black miffht also 
haye played Q to K 2nd, but the square chosen was much the better. Mr. 
Stounton, however, remarks that Q to K Kt 4th " is not sound, but it has the 
merit of retarding the attack for some time;" elsewhere he savs that after this 
move Black fought infallibly to lose," and that in this game "White lost merely 
by a hasty slip at their seventeenth move, when tlie game was in their hands." 

13. Q to Q B 7tli 13. Q B takes P 

14. Q takes Q £t P 



Suppoi 

14. £t takes KP 14. QtoK2nd 

16. BtoQ8th(ch) 16. Q takes B(^) 

16. KttoQ6th(ch) 16. Q takes £t 

17. Q takes Q 17. £toB2nd 

Bemainin?, in Herr Lowentbal's opinion, with more than a full equivalent 
for the lost Queen. 

16. K to B 2nd, with a good 
game. 

14. P to K 6th 
16. P to K B 3rd 16. Q to K 2nd 

To imprison the Queen if she take the Book. 

16. Q takes B 16. K to B 2nd 

17. Kt to K 4th 
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This 18 where Mr. Staunton ooniiden that he and his allj made 'the hastj slip 
before referred to. He asaerti that ** by simply moring Q B to Q 4th, thegame^ 
I beliere, is their own without trouble : for suppose— 

17. QBtoQ4th 17. P to E 7th (A) (0 

18. B takes K P 18. B to K 6th 

19. B to K 4th, and wins. 

W 

17. B to Q B sq 

18. B to Q B 4th, and again Black has no resource. 

(0 

17. BtoKtfind 

18. B to K 4th, with an easy winning game. Black has other modes 

of play, but all tend to the same result.'* 



» 



17. B to K B 5th 

This move was played to prevent the following yariation :— 

18. QtoQKt7th 18. Q takes Q 

19. Kt to Q 6th (eh) 19. K mores 

20. £t takes Q, with the better game. 

18. B to K 2nd 18. K to Kt 2nd 

Very well played; had Black attempted to win the Queen at once, before 
making this move, they would have lost the game, e, g, :^ 

18. Q to Q B 2nd 

19. F to K Kt 3rd 19. Kt to B Sid 

If- 

19, BtoK 4,th 

20. Kt to K Kt Sa (cA) 20. Kto K 2nd 

21. Kt takes B, vfith the ad/ocmtage ;for if K take Kt, Bio QB Uh 
{eh) vfUu the Book, and if the Knight be not taken the Black Queen mutt move, 
and the White Queen will esea^. 

And if— 

19. BtoKB Brd 
20, Q to QKt tth, being liberated, or the Black Quemtoot^ bv the 
check of the Knight at Q 6th. 

20. BtoQ7th(ch) 20. Q takes B 
IfB take B,BtoQBUh (eA) wina BlacVs Book, 

21. Q takes B (oh) 21. K takes Q 

22. Kt to K B 6th (ch) 22. K to B 2nd 

23. Kt takes Q 23. B takes Kt 

24. B takes Kt 

And remains with the exchange ahead. 
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19. Castaefl 19. Q to Q B 2nd 

20. Kt to B 6th 20. B takes K R P (ch) 

21. K to E sq 21. B to Q B sq 

To prevent Q to Q Kt 7th. 

22. B to Q 4tb 22. B to K Kt 6th 

23. EtoK4th 

The Queen caxmot be got away ; Whiter therefore, must bring their other 
pieces into play if possible. 

23. K to B sq 

The position is singular; Black are enabled to make these mores, defensive 
and also highly offensive, with perfect impunity. White oan simply wait until 
the storm bursts. 

24. K B to Q sq 24. Q to K Kt 2nd 

Now it comes; Black threatens mate in four moves, by Q to B 3rd (oh), 
Q takes B (ch), Q to B 7th (ch), and Q to B 8th. 

25. E to K B 4th 

The only move, for if £ to K Kt sq, Black moves Q to B 3rd, and the mate, as 
in previous note, cannot be avoided. 

25. B takes B 

26. Q takes Kt 26. B to (^ B 3rd 

27. Q to K E 2nd 27. B takes B 

28. E to Q 7th 

If Q take B, B takes B and wins at onee. 

28. Q to K E 3rd 

29. Kt to K 4th 

Preventing B to K Kt 4th, to force an exchange of Queens, for if Black play 
it White simply takes Bishop with Knight, which cannot be retaken, on account 
of Q takes B P, mate. 

29. B to Q B 5th 

Preparing to advance the K P, which must speedily terminate the contest. 

30. Kt to K B 6th 

Threatening B takes B P (ch), winning the Queen. If Black aim to avoid the 
loss by trying to exchange Queens they are mated in two moves : — 

30. B to K Kt 4th 
81. B takes BP(ch) 31. Q takes B 

88. QtakesQ. Hate. 

And if— 

30. B to Kt 2nd 

81. BtoQ8th(ch) 31. BtoKtsql/) 

82. Kt takes B 32. B takes Kt 

83. Q to K 5th (ch) 83. Q to Kt 2nd 

84. Q takes Q (ch) 84. K takes Q 

85. B to K 8th 

And Black, although they will win, have not so good a position as in the game. 

U) 
* 81. B to K Kt 14 
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82. FtoKEt8]cd 82. BtoKKtikk 

88. Q takes Q 88. B itkeB Q 

84. KttoKEt4th 84. B to K Kt 4th 

86. B to K 8th 86. B to £ Sod 

86. B takes B 86. B takei B 

87. Kt takM K F 

And agun Black's pocition u not so good aa in the game. 

30. P to K 7th 
81. B to X 7th 

The game is quite hopeless. If^ 

81. B takes B P (eh) 81. QtakeaB 

82. Kt takes Q 82. P to K 8th, queena (ch) 

88. Q to Kt sq 88. Q takes Q (oh) 

84. K takes Q 84. K takes Kt, and wins. 

31. Q to Q B 8th (ch) 

32. Q to Elt sq 32. Q takes Q (ch) 

33. £ takes Q 33. P to EI 8th, queens (ch) 

34. B takes Q 34. B takes B 

And White resigned. 



Peteoff's Defence. 

This is called after the celebrated Bnssian player, M. Petroff, who 
urged its adoption as the best reply to White's move of tibie King's 
Knight. It is now, however, deemed inferior to 2. Kt to Q B 3rd, 
although it may be played without any great danger. 

Whitb. B14ACK. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to K B 3rd 

3. Kt takes P 

For your other modes of play here see Variations A, B, and 0. 

3. P to Q 3rd (a) 

4. Kt to K B 3rd (6) 4. Kt takes K P 

5. P to Q 4th 

If you play Q to K 2nd, Black moves Q to K 2nd, and the game 
is even. 

6. P to Q 4th 

6. B to Q 3rd 6. B to K 2nd 

7. Castles 7. Castles 

8. P to Q B 4th 8. Kt to K B 3rd 

The positions are equal. 

(a) 

3. Kt takes P 
4. Q to K 2nd 4. Q to K 2nd 
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If he reireat the Knight you win the Qaeen by Kt to Q B 6th 
,dis. ch). 

6. Q takes Kt 6. P to Q 3rd 

6. P to Q 4th 6. P to K B 3rd 

7. P to K B 4th 7. Kt to Q 2nd 

8. Kt to Q B 3rd 

White has a strong attack. 

(6) 

For 4. Kt takes K B P, a sacrifice invented by Mr. Cochrane, 
lee Slnstratiye Game IV., in which this attack is well exemplified. 



Yabiation a. 

White. Black. 

8. P to Q 4th 3. P takes P 

He may also play — 

3. Kt takes P 

4. B to Q 3rd 4. P to Q 4th 

5. Kt takes P 5. P to Q B 4th 

Even game. 

4. P to K 6th 4. KttoKSth 

6. Kt takes P 6. P to Q 3rd 

6. P takes P 6. B takes P 

7. B to Q B 4th 7. B to Q B 4th 

The positions are eqnaL 



Vabiatiok B. 
Whits. Black. 

3. B to Q B 4th 3. Kt takes K P 

If Black play 3. Kt to Q B 3rd, it is the Two Knights' Defence. 

4. Kt to Q B 3rd 

This is believed to be White's best play in this position. 

4. Kt takes Kt (a) (b) (c) 
6. Q P takes Kt 6. P to K B 3rd 

6. Castles 6. Q to K 2nd 

7. Kt to K E 4th 7. P to K Kt 3rd 

8. K to R sq 8. P to Q B 3rd 

White's attack scarcely compensates for the lost Pawn. 
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(a) 

4 P to Q4tli 

5. B takes P 5. Kt to K B 3rd 

6. B to Q Kt 3rd 6. B to Q 3rd 

7. P to Q 3rd 7. Castles 

8. P to K R 3rd 8. P to Z R 3rd 

9. B to K 3rd 9. Kt to Q B 3rd 

Syffli game. 

4 Elt to K B 3rd 

6. Kt takes P 5. P to Q 4th 

6. B to Q Kt 3rd 6. B to Q 3rd 

7. P to Q 4th 7. Castles 

8. Castles 

There is slight difference in position. 

(c) 

4. Kt to Q 3rd 
6. B to Q Kt 8rd 6. P to K 5th 

6. Q to K 2nd 6. B to K 2nd 

If he move 6. Q to K 2nd, you answer with Kt to Q 4th, with a 
better game. 

7. Kt takes P 7. Kt takes Kt 

8. Q takes Kt 8. Castles 

9. P to Q 4th' 

And White has the advantage. 

Vabiation 0. 

White. Black. 

3. Kt to Q B 3rd ' 3. B to Q Kt 5th 

4. Kt takes P 4. B takes Kt 

5. Q P takes B 6. P to Q 3rd 

6. Kt to K B 3rd 6. Kt takes P 

7. B to Q 3rd 7. Kt to K B 3rd 

If Black defend the Kt with 7. P to Q 4th, yon play 8. P to 
Q B 4th, with the advantage. 

8. Castles 8. Castles 

Sqnalgame* 



petboff's defbncb. 
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Game ILL 



Played by correspondence, 
White (Oxjobj)). 

1. PtoE:4th 

2. Kt to K B 3rd 

3. Elt takes £ P 

4. Kt to Z B 3rd 
6. Kt to Q B 3rd 

6. P to Q 4th 

7. B to Q 3rd 

8. Castles 

9. B to K Elt 5th 



between Oxford and Cambridge. 
Black (Cambbidge). 

1. P to K 4th 

2. Elt to £ B 3rd 

3. P to Q 3rd 

4. £t takes P 

5. £t to £ B 3rd 

6. P to Q 4th 

7. BtoQ3rd 

8. Castles 

9. B to E: 3rd 



To defend the Q P; thk u better than B to K 2nd, as it brings another piece 
nto the field. 

10. Q to Q 2nd 10. P to Q Kt 3rd 

11. Kt to K 2nd 

Preparing for the onooming of the Q B P. 

11. PtoQB4th 

12. PtoQB3rd 

A number of int^sting variations arise from boldly plaTing this Pawn to 
\ 4th at this point. Were it plajed. Black has apparently but three modes of 
sply. A diagram of the position is appended for the conyenience of the student 
1 playing over the variations. 

BLACK. 




WHITS* 
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In the iizit plaM — 

12. P to Q B 4«h 18. P tdkes Q B P 
Id. B takes Kt 18.QtidcMB 

14. B to K 4th, winning the exflliange. 

In the leeond pUee 

12. P tdkes Q P 

13. QKttakefP IS. P takes Q B P (a) (6) 

14. £t takes B 14. P takesKt 

15. B takes Kt 16. B takes B 
10. B to £ 4tb, and again wins the exehaofe. 

W 

18. QKttoQ2nd 

14. Et takes B 14. P takes Kt 

16. P takes P 16. P takes P 

And Black's Q P ia rerj weak. 

18. Q to Q 2nd 
14. B takes Kt 14. P takes B 

16. Q to K B6th 16. P to K B 4th (e) 

16. Kt to K Kt 6th 16. P to K B 8rd («) 

17. Q Kt takes B, and wins. 

(«) 

16. B to K sq 

To make am outlet for the King. 

16. B takes B P (eh) 16. KtoBsq 

17. P takes Q P 17. B to K B 6th (<i) 

IfQB take P, or he moved away, White playe B to K £ 6th (dit. eft), fraa- 
mngthe Q^een* 

18. Q takes B P (ch) 18. K takes B 

19. P takes B 19. Q to Q 8rd 

IfB take F, Q takee B and vfine, and if B take P, Kt takee B, and epu^ 
wine. 

20.PtakesKBP 20.BtoKBsq 

If Q take Q, P takee B, queene, and wine. 

21. Q Kt to K 6th 21. B to K B 3rd 

If Q take Kt, to prevent the mate onKKt 7th, Q takee Q and wine; and ^ 
B takeB, Qtakee B (eh), followed lyQ to Kt 7th (ch), and P to KKtM, mate. 

22. K Kt to Kt 6th (oh) 22. B takes Kt 

23. Kt takes B. Mate. 

17. B to K 4th 
18. P takesQ B 18. P takes P 

IfQtoQB 2nd, P takee P, threatening mate hg Biehop dieeooering cheek ; 
then, on Queen taking Pawn, BtoKtOth (die. ch) wine her. 
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19. B to K B 6th (dis. ch) 19. K to Kt sq 

90. Kt takes B 20. P takes Kt 

f J^ take B,Kt takes Q, winning eaeily; and if Q take Kt, White matee i» 
move9,,by QtoKt Qth (eh) and Q to B or B 7th. 

21. B takes P (ch) 21. Stakes B 

22. Q takes B (ch) 22. Q takes Q 
28. Kt takes Q, and wins. 

W 

10. B to K sq 

17. PtakesQP 17. B to K 4th (/) 

18. P takes B 18. B takes P 

fQmove, P takee F (eh) vfine of-hand; and if B take P,Bto QKt 6th 
it the Book. 

19. £t takes B 19. P takes Kt 

JtfQtakeB, Q to K B Bth mates, 

20. £t takes P 20. £t to Q B 3rd 

To prevent the mate, 

21. B takes K B P, and most win. 

if) 



17. B takes P 

18. B to K arc 
19. QBtoKsq 19. KttoQB 



la B takes P 18. B to K Srd (a) 

8zd 



fB take B, B takes B (cA), and next Kt takes B, and must wm m a Jew 
esf andif PtoKB Srd, Stakes B (ch) and K Kt takes B, vfinning east^, 

20. Q Kt takes B 20. P takes Kt 

fateis threatenedy not oribf by Q to Kt 7ihj hut also Q takes B P. And if 
sk move Pto K B Srd, hinging in the Queen, White wins hg B takes B P 
\,BtoKt6ih (dis, ch), B to B 7th (ch), and Kt takes Q, 

21. B takes P (ch) 21. B takes B 

22. Q takes B (ch) 22. Q takes Q 

23. B takes Q, and wins. 



19. Kt takes B P 

Threatening KttoKB6ih, mate 



18. Q to Q B 2nd 



19. B taVes K B P (oh) 
20. K to B sq 20. B to K 4th 

21.QBtoKsq 21. BtoQBSrd 

Protecting the Book. 
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22. Kt to K B 6th (eh) 22.Btdke8X:t 

28. Q takes B 23. B takes B 

24.BtakesB 24.BtoQ2nd 

IfQtoKB6th,to ttop the maU, BtoB7th (ek) wku JUr. 

26. Q to Kt 6th (eh) 26. K to B sq 

26. Q to B 6th (eh) 26, K to Kt iq 

27. Q to B 7th (eh) 27. KtoBiq 

28. Q to B 8th. Mate. 

And in the third plaoe— 

12. QKttoQind 
18. PtakeeQBP 18. Q Kt P takes P (») 

14. Kt to K B 4th 14. B takes Kt (h) 

16. Q takes B 16. PtoQ6th(i) 

16. QtoKB4th 16. PtoKBdzdCO 

17. BtakesP 17. P takes B 

18. Q takes P, with an irresistible attack, Black beings quite vnable to 
•top the forward march of the King's Pawns. 

(*) 

14. P takes Q B P 
16. Kt takes QB 16. P takes Kt 

16. B takes QBP 16. BtoK2nd 

IfQtoK^ndfKBtoKtqwinaeanly. 

17. B takes P(ch) 17. KtoBsq 

18. B takes KKt 18. Kt takes J3 

And White may exchange Queens or not, having in either caae a won game. 

16. P takes P 

16. BtdkesP 16. B takes B 

17. Q takes B, with a great advantage. 



U) 



17. 
18. 
19. 
20. 
21. 
22. 


Kt to K 6th 

B takes K Kt 

Q to K B 6th 

P takes Kt 

K takes Q 

Q to KKt 7th. Mai 


18. 
19. 


B takes K Kt 

Q takes Kt, and wins. 



w 



16. P to KKt Sid 

17. Kt takes Kt (ifcXO (sO 

18. QtoQ3rd 

19. KttoKB6th(ch) 

20. Q takes KBP (oh) 

21. Any move 



17. QtoQB2nd 

18. Kt takes B 



(0 

17. BtoKsq 
18. KttdkesKt 18. Q takes Kt 

19, B takes Kt, and wxDi. 
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(•) 

17. P to K Bard 

18. Kt takes Et 18. P takes B 

19. Kt takes Et (oh) 19. (^ takes Et 
ao. Q to B 6Ui, with a good game. 

(*) 

13. QEt takes P 
14. P takes QP 14. QB takes P 

KttaieB, P takes QB; ekoM Bheh then pkuf P takes Pj WhUs answers 
QRto Qsq^ vomning apiece ; and if he nuJ^e anjf other move, WhUephys 
^ B P (ch% remaimng a Pawn ahead. 

16. B takes EEt 15. EtP takes B 

IfQtdheB^B takes KRP(ch)andQ takes B wins a Pawm, 

16. BtoEB6th 

Threatening Q to K Beth next move, winning, 

16. BtoESrd 

17. QEttoQ4th 17. QtoQ2iid 

18. EEttoB4th 18. B takes B 

19. EEt takes B 19. EttoESrd 
ao. QtoEB6th 20. B to E 4th 

IfBtoKBbih, White wins hy Q takes K B P. 

21. QBtoQsq 21. QtoQB2nd 

JfB takes Kt, R takes B and wins the Queen or forces mate, 

52. QBtoQ3rd 22. B takes Et 

53. B to E B 3rd, and mates in a few mores. 

12. Q Kt to Q 2nd 

13. Kt to K Kt 3rd 13. Q to Q B 2nd 

14. Kt to K 6th 14. P takes P 

15. P takes P 16. Kt takes Kt 

B takes Et, the ensuing variation would prohably have occurred :— 

15. B takes Et 

16. P takes B 16. Et takes P (o) 

17. B takes EEt 17. P takes B 

18. Et to E B 5th 18. Et to E Et 6th (f>) 

19. Et takes EBP (ch) 19. Et takes Et 

20. Q to E Et 5th (<di) 20. E to B sq 

21. Q takes Et (eh) 21. E to Et sq 

22. QBtoEsq 22. QtoQsq 

23. Q to EB 6th, and Blaek must saerifioe the Bishop to avoid the mate. 

io) 

16. Q takes K"? 

17. QBtoEB4th 17. Et to K 6tti Ckw^A 

IB. BUkeeKtfWJimiDg the piece. 
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18. PtoKB4(ih 

B to K Kt 5ih or Kt iaket B Uavet an easy mate, commencmg wUh Q io 
KB 6th. 

19. Q to E Kt 5th (oh) 19. Kt toKt drd 

20. QtoKBOth 20. Qtake«BP(eh) 

21. K takes Q 21. Any move 

22. Q to K Kt 7th. Mate. 

16. B takes K Zt 16. Zt to Z Zt 5th 

An exceedingly ingeniouf oounter attack. 

17. B to Z Zt 5th 

Suppoie the Bishop is sacrificed ^— 

17. B takes K Kt P 17. B takes Kt (j) 

I/B to KB 5th, White moves B to K 5th, 

18. K B P takes B 18. K takes B 

19. P to KBSrd 19. Q takes Kt P 

20. P takes Kt 20. Q takes P 

If B take P, White anstpers loith Qto K Kt 5th (ch) and Rto K B ^rd^wm- 
mngapiece, 

21. S to K B 4th 21. Q to K£4th (r) 

22. QBtoKBsq 

And White has a fine game. 

fa) 

17. E takes B 

18. Kt to K B 6th (ch) 18. K to B sq 

JfKtoKtsq, QtoKt6th(ch)andQtoKt7th, mate. 

19. PtoKBSrd 

Winning the Knight, with the hotter game. 

ir) 

21. Q to K Kt 6th 

IfQtoKt4th,R takes B P (ch) wins her. 

22. BtoKB5th 22. B takes B («) 

23. B takes B 23. Q to Q 8rd 

Avoiding Whites move qfR to Kt 5th (cA), tDinmng the Queen. 

24. Q to Kt 6th (ch) 24. K to B sq 
26. BtakesQP 

With an advantageous position. 

w 
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23. B to Kt 401 (oh) 23. PtakesB 

To gave the Queen. 

24. Q to Et 6th (ch) 24. K to B sq 

25. Q to B 6th (ch) 26. K to £t sq 

26. Q to B 7th. Mate. 

17. P to K E 3rd 

18. Q E to Q B sq 18. Qto QKt sq 

19. B to £ 3rd 19. Zt takes B 

20. F takes Kt 

If Q take Kt, B to E B 6th wins the exchange. 

20. B takes Kt 

21. P takes B 21. Q takes P 

22. E to £ B 4th 

White's game is now completely gone. 

22. P to K B 4th 

23. E to Q B 6th 23. Q E to £ sq 

24. E to £ B 3rd 24. Q to £ E 5th 

25. Q to Q B 2nd 26. P to £ B 6th 

26. E to Q B 7th 

If— 

26. PtakesP 26. B takes P 

27. B takes B 27. Q takes B 

28. BtoQBSrd 

To protect the Bishop iohenttis attached. 

28. B to E B 4th 



29. Q to Q sq 



Preventing Rto K 8tA, mate. 



29. QtoEEt6th 

30. B takes B 30. BtoE8th(ch) 

31. Q takes B 31. Q takes Q (di), and wins. 

26. P takes P 

27. K E takes P 

If— 

27. B takes B (ch) 27. B takes B 

28. B takes QBP 28. Q to E 8th (ch) 

29. E to B 2nd 29. B to E Et 6th 
80. B to E 7th 80. BtoEB7th 

31. QtoQB7th 31. B takes E Et P (ch) 

82. E takes B 32. Q to E B 7th (ch) 

83. EtoBsq 33. BtoEB6th. Mate. 

27. B to K B 4th 

28. E takes E 28. E takes E 

29. Q to Q 2nd 29. B takes B 

30. Q takes B 

JSfotbmg better to do. 
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30. R to K 8fcli (ch) 

31. Q to K B sq 31. R takes Q (ch) 

32. K takes R 32. Q to K B 5th (ch) 

33. K moyes 33. Q takes R 

And Black wins. 



Game IV. 

Between Messrs. Thorold and Robey. 

WmTB (Mr. T.). Black (Mr. R.). 

1. P to K 4th 1. P to K 4.th 

2. Kt to K B 3rd 2. Kt to K B 3rd 

3. Kt takes P 3. P to Q 3rd 

4. Kt takes K BP 4. K takes Kt 
6. B to Q B 4th (ch) 6. B to K 3rd 

6. B takes B (ch) 6. K takes B 

7. Castles 

P to Q 4tii, preparixiff to castle on the Queen's side, and then posh on with the 
King's Pawns, is oonsidered stronger. 

7. KtoB2nd 
If— 

7. Kt takes P 

8. Q to K Kt 4th (ch) 8. K to K 4th 

To protect the Knight. 

9. PtoQ4th(ch) 9. KtoQ4th 

I/K tdkeP,PtoKB^rd wtna the Knight, with a fine game for White. 

10. Q to K B 6th (ch) 10. K takes P (a) 

11. B to K 3rd (ch) 11. K to Q B 6th 

12. P to Q Kt 3rd (ch) 12. K to Q Kt 6th 

13. P to Q B drd. Mate. 

10. K to Q B 3rd 

11. P to Q6th (ch) 11. K to Q Kt 3rd (b) 

12. Q takes Kt, with a fine attack. 

11. K to Q B 4th 

12. B to K 8rd (eh) 12. K to Q Kt 4th 

13. Q takes Kt, with a winning game. 

8. Kt to Q B 3rd 8. B to K 2nd 

9. P to K B 4th 9. R to K sq 

B to K B sq is better. 

10. P to Q 4th 10. P to Q B 3rd 

11. P to K 6th 11. Kt to Q 4th 
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12. Q to K E 6th (ch) 12. K to Kt sq 

13. £t takes Zt 13. P takes Et 

14. P to K 6th 

A forcible move, cramping Black's position exceedingly. 

14. P to K Kt 3rd 
16. Q takes Q P 16. Kt to Q B 3rd 

16. P to Z B 6th 16. Kt to Kt 6th 

17. Q takes Q Kt P 17. Kt takes Q B P 

18. P to K B 6th 

No pause in the attack ; White's Q B is useless at present, and this move 
oompelB Black to look to his own defence. 

18. E to K B sq 

If B take P, the position becomes very similar to that which results in the 
game as played. 

19. B to K E 6th 19. E takes P 

20. E takes E 20. B takes E 

21. Q to K B 7th (ch) 21. K to E sq 

22. E to K B sq 22. B takes P (ch) 

23. K to E sq 23. Q to K Kt sq 

24. PtoK7di 24. BtoKKt2nd 

Q takes Q would allow White to mate in fire moves, as follows : — 

24. Q takes Q 
26. S iakesQ 26. B to £ Kt 2nd 

To prevent BtoKJB Qth (ch) and P takes B, queening, mate, 

26. B takes B 26. B to K sq 

27. BtoKB7th 27. KtoKtsq 

28. BtoB8th(ch) 28. BtakesB 

29. P takes B, queens. Mate. 

25. B takes B (ch) 26. Q takes B 

26. P to K 8th, queens (ch) 

And Black resigns. 



Queen Bishop's Pawn Game in the King Knight's 

Opening. 

From a consideration of the foregoing defences it will be seen 
that in all of them White obtains an attack of more or less intensity, 
and thsit it is with difficulty Black can obtain an equal game, and, 
indeed, sometimes impossible. We have, then, the variations 
when, abandoning the preceding unsatisfactory modes of play, 
he adopts the reply recommended as best — 2. Kt to Q B 3rd. 
White, after this, has a number of wajrs in which he can carry on 
his game, and first of all we wiU examine 3. P to Q B ^xd, yrVns^^ 

I 
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after being for a lengtiii of time neglected, has now — as ^ 
by Mr. Stannton — taken a high pla^ in the category of legitunafee 
openings; it is considered, n^ to the Boy jjopez, the most 
dangerous mode of attack in its nature in the £ing Knight's Open- 
ing, and, notwithstan^ng the great amount of attention lately 
giyen to it, its resources are yet by no means thoroughly known. 

White. Bla.ck. 

1. P to K 4th 1. P to K 4th 

2. £:t to Z B 3rd 2. Et to Q B 8rd 

3. P to Q B 3rd 

Black has apparently but four defences, and these «hnH be 
examined in order. In the first place : — 

3. B to Q B 4th 

4. BtoQS:t5th 

We have now a variation of the Buy Lopez which is not fiiyonr- 
able to the defence. 
In the second place : — 

8. P to £ B 4th 

4. PtoQ4th 4. P to Q 3rd (a) 

5. P takes K P 5. P takes £ P on BIm^s 

K5th 

6. Kt to Kt 6th 6. P to Q4th 

7. P to K 6th 7. Kt to JK: 4th 

If he play 7. Zt to K E 3rd you move 8. P to K B 3rd, having 
a variation similar to one in the Philidor's Defence, previously 
examined, and in which you have a slight advantage. 

8. Q to Q 4th 8. Q to Q 8rd 

9. £t to Q B 3rd 

With the better game. 

(a) 

4. P takes K P 

5. Xt takes X P 5. Zt to £ B 3rd 

6. B to Q Kt 6th 

Preventing the advance of the Queen's Pawn, and giving you an 
advantageous position. 
In the third place : — 

3. P to Q 4th 
4. B to Q Zt 6th 4. P takes Z P 

6. Zt takes Z P 6. Q to Q 4th 

6. Q to Q B 4th 6. Z Zt to Z 2nd 

And the game is about equaL 
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And in the foniiih place : — 

3. £t to Z B 3rd 

4. l'toQ4th 

Yon may also play 4. B to Q Kt 5th» which results as follows : — 

4. B to Q Et 5th 4. Zt takes K P 

5. Castles 5. Kt to Q 3rd 

6. B takes £t 6. Q P takes B 

7. Kt takes K P 7. B to £ 2nd 

8. P to Q 4th 8. Castles 

The game is even. 

4. Zt takes P 
Suppose — 

4. P to Q 4th 

5. B to Q Xt 5th 5. Kt takes K P 

6. Kt takes Z P 6. B to Q 2nd 

7. B takes Zt 7. P takes B 

Equal game. 

5. P to Q5th (&) 5. B to Q B 4th 

If Black retreat the attacked Znight he gets a very cramped 
game. White haying the advantage. 

6. P takes Zt 6. B takes Z B P (ch) 

(Var. A) 

7. Z to Z 2nd 7. Zt P takes P 

And Black has three Pawns for his Knight, and a good attack. 

5. P takes P 5. P to Q 4th (c) 

6. B to Q Zt 5th 6. B to Q B 4tii 

7. Zt to Q 4th 7. Castles 

8. B takes Zt 8. Zt P takes B 

Eyen game. 

(c) 

5. B to Q B 4th 

6. B to Q B 4th (<Q i. 6. Zt takes Z B P 

7. Q to Q 5th 7. Q to Z 2nd 

8. B to Z B sq 8. Zt to Z Zt 5th 

9. Zt to Z Zt 5th 9. K Zt takes Z P 

And Black has the advantage. 
6. Q to Q 5th 6. B takes K B P (ck) 
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7. K to Q sq (6) 7. P to K B 4dt 

8. BtoQB4th 8. BtoKBeq 

9. Q Kt to Q 2nd 9. Q Kt to £ iad 

10. Q to Q 3rd 10. P to Q 4th 

11. P takes P (en pa».) 11. Q takes P 

12. Q takes Q 12. Kt takes Q 

Black has the better game. 

w 

7. E: to E: 2nd 7. P to K B 4ih 

8. Q Zt to Q 2nd 8. Kt takes Kt 

9. B takes Kt 9. B to Q Kt 3rd 

10. B to K Kt 5th 10. Kt to K 2nd 

11. Q to Q Zt 3rd 11. P to K E 3rd 

Black is a Pawn ahead, with a safe game. 

Yabiation a. 
Whitb. Biagk. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B drd 2. Kt to Q B 8rd 

3. P to Q B 3rd 3. Kt to K B 3rd 

4. P to Q 4th 4. Kt takes K P 
6. P to Q 5th 5. B to Q B 4th 

6. P takes Kt 6. Kt takes K B P 

This move is condemned by Mr. Staunton, by implication* in his 
" Chess Praxis," wherein he carries on the game thus : — 

7. Q to Q 5th 7. B to Q Kt 8rd 

8. P takes Kt P 8. Q B takes P 

9. Qtakes B 9. Kt takes B 

10. B to K Kt 5th 10. P toK B 3rd 

11. B to K B 4th 

Here Mr. Staunton remarks, ''And White should win.** I am 
inclined to doubt this ; for I believe that by answering with 11. F 
to K Kt 4th Black obtains a winning game, and therefore I am of 
opinion that on Black's sixth move the capture of the K B P with 
Koight is stronger than with Bishop. Suppose — 

11. P to K Kt 4th 

If White now play 12. B to K Kt 3rd, Black answers with 12. 
Kt takes B, doubling White's Pawn on the Kn^ht's file, and I 
bdieve the second plbyer has a great advantage in position, witih 
an equality in force. And there seem to be but two other modeB 
of play. In the first place : — 

12. KttakfisKKtP 12. P takes Kk 
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13. B takes P 13. B to Q Kt sq 

The best move to p reserve his advmtage. For 13. Q takes B 
ee(a). 

14 Stakes Q(() 14. B takes Q 

15.BtoKB4th 15. BtoKBsq 

And Black ooght to win. 

(*) 

B to Q Kt sq, or Q to Q B sq, forcing the exchange of Qaeens, 
B Black's only moTO. Suppose he play instead — 

13. Q takes B 

14. Q takes B (ch) 14. K to B 2nd 

15. Q takes B 15. Q to Q B 8th (ch) 

16. £ to K 2nd 16. Kt to K B 7th 

17. Kt to Q 2nd 17. Q takes B 

18. Q takes B P (ch) 1& K to B sq 

19. Q to Q Kt sq 

And White's passed Pawns should win. 

14. BtoK2nd 

For the purpose of subsequently checking at K B 5th. 

14 Q takes B 

15. Q takes B (ch) 15. K to K 2nd 

16. Q takes B 16. Q to Q B 8th (ch) 

17. B to Q sq 17. B to 2 B 7th (ch) 

18. K to K 2nd 18. Q to K 6th (ch) 

19. KtoBsq 19. QtoK8th. Mate. 

In the second place : — 

12. Q Kt to Q 2nd 12. P to Q B 3rd 

13. Kt to K 4th (a) 13. Castles 

And I think Black has the advantage. 

(a) 

13. QtoQB6th 13. PtakesB 

14. Q to B 4th 14 Kt to K B 7th 



15. Q takes K B P 15. Q toK 2nd 

16. Q to K B 6th (ch) 16. K to 

17. BtoK2nd 17. Pto 



And Black should win. 

P U mo^e 4/11. PtoKKt Uhfor Blaeh was suggettedhjf Jfr. A. HMow0f 

formtr^f qf Bristol. 
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Game V. 

Between Mr. Kipping and the late Mr. E. WilliamB. 

Whitb (Mr. K). Black (Mr. W.). 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. P to Q B 3rd 3. Kt to K B 3rd 

4. P to Q 4th 4. Kt takes K P 

5. P to Q 5th 5. Kt to Q Kt sq 

B to Q B 4tli is thought a better more; the one made crowda Blade's gime 
Tery much, and hinden the getting out of his piecee, giTing him a moat amm- 
fortable position. 

6. Q to Q B 2nd 

Q to E 2nd is much stronger. 

((. Kt to K B 3rd 

7. B to K Kt 6th 7. P to Q 3rd 

8. B to Q 3rd 8. B to K 2nd 

9. PtoQB4th 9. KttoQB3rd 

10. P to Q Kt 4th 10. P to Q Kt 4th 

If Kt take Kt P, Q to Q B 4th (oh) wins it. 

11. P to Q B 3rd 

Best, for if— 

11. P takes Et P 11. Kt takes Kt P 

12. Q to Q Kt Srd 12. Kt takes B 

Not Kt takes QF,(m aeeomU qfB toQB 4dh, ^0. 

18. Q takes Kt 13. B to Q Kt 2nd 

And Black has the advantage. 

11. P takes P 

12. B takes P 12. Castles 

13. B to Q 3rd 13. P to K R 3rd 

14. P to K R 4th 14. Kt to Q Kt sq 

Taking the Bishop would he exceedingly dangerous, as White would retsks 
with Pawn, having uiree pieces hearing on Bladr s King's quarters, with a splen- 
did attack. 

15. Kt to Q B 3rd 15. B to K Kt 5th 

16. B to K Srd 16. Q Kt to Q 2nd 

17. Kt to K R 2nd 

Threatening to attack the Queen's Bishop hj pushing the K B P. 

17. Kt to Q Kt 3rd 

18. P to K B 3rd 18. B to Q 2nd 

V, 19. Q to Q Kt 3rd 19. Kt to K R 4th 

White's attack is exhausted, and now Black assumes the offensiye; the admi- 
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rable TnaTrnw in which lie oanduots the ffaheeqiient portion of the game is worthj 
if oloee study. He now threatens B takes K B P (ch), with a fine position. 

20. P to K Kt 3rd 20. K Et takes P 

21. B to K Kt sq 21. B takes P 

22. Castles 22. P to K B 4th 

23. B to K B 2nd 23. P to K B 5th 

24. K B to Kt 2nd 24 B to K B 6th 

25. K B to Kt sq 25. Q to K B 3rd 

White has made several weak moves, and as a oonse^uence Blaek has already 
ibtained a winning position, independently of his siq>enority in force. 

26. Kt to K Kt 4th 26. B takes Kt 

27. P takes B 27. Kt to K 7th (ch) 

28. B takes Kt 28. B takes B 

' 29. B to B sq 29. B to K 6th (ch) 

30. K to B 2nd 30. Q to Kt 3rd (ch) 

31. K to Kt 2nd 31. B to Q 5th 

32. K to B 2nd 32. P to Q B 4th 

33. P takes P 

Apparently nnoanseious of the coming danger ; he has a had game, however. 

33. B takes P 

34. Kt to Kt 5th 34. K B to Q B sq 

35. B to Q 3rd 35. B to Q B 4th 

Not a moment's cessation; pressure npon pressure, until the defence crumbles 
>pieoes. 

36. Q to Q Kt sq 36. Q to K 6th 

37. B to K sq 37. Q to B 5th (ch) 

38. B to Q Kt 3rd 38. B takes B P (ch) 

And White resigns. 

Tbe mate cannot he saved. If K to Kt 2nd, B takes B^ mate; and if— ^ 

89. Kt takes B 89. B takes Kt (ch) 

40. K to Kt 2nd 40. Kt to Q B 6th 

Mate. 



Game VI. 

Between Captain Kennedy and Herr Kolisch. 

Whitb (Captain K). Black (Herr K). 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. P to Q B 3rd 3. Kt to K B 3rd 

4. P to Q 4th 4. Kt takes K P 
6. P to Q 5th 5. B to Q B 4th 

6. P takes Kt 6. B takes K B P (ch) 

7. K to K 2nd 7. P to Q 4th 
a P takes Q Kt P 
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By tliis more White brings another piece of hia opponent's into the field, htk 
he saves a Pawn, and also prevents Black from obtaining a dangeroua dusieK at 
centre Pawns. 

8. Q B takes P 
9. Q to Q B 4tli (ch) 9. P to Q B 3rd 

10. Q Kt to Q 2nd 10. Q to Q Kt 8rd 

A ||ood move, tending to prevent White's escape - from his oontlniiiBd 
position. 

11. Kt takes Kt 11. P takes Kt 

12. Q takes K P 12. Castles (K B) 

13. P to Q Kt 3rd 




13. P to K B 4th 

14. QtoQKt4th 14. BtoQB3rd(dh) 

15. K to Q sq 15. B to Q Kt 4th 

The last three moves of Black were played with great judgment. Being a 
piece behind he dared not exchange Queens, and in allowing nis Bishop to be 
taken off he gets rid of a great obstacle to the further prosecution of hia ftt^k^ 

16. B takes B 16. P takes B 

17. P to Q R 4th 17. P to K 5th 

18. Kt to Q 4th 

Up to this point White has defended himself with great skill, but here he 
might have improved his game. Suppose he had played instead of this Kt to Q 
2nd. If Black played P to K 6th he would move the Knight back to E B 3rd; if 
Black moved Aook or Queen to Q sq he would answer with K to Q B 2nd; if 
Black moved P to.Q B 4th he would plav Q takes Q Kt P ; and, lasUy, if Black 
had moved P to Q B 3rd the following continuation would Aa;ve been 
probable :— 

18. Kt to Q 2nd 18. P to Q B 3rd 

19. P takes P 19. P takes P 

20. B takes B 20. B takes B 

21. K to Q B 2nd 

And in every case White retains his advantage in force, with a aafb game. 

18. P to Q B 4th 
Taking instant advantage of the opportunity presented him. 

19. Q takes QKtP 

Q to Q B 3rd would have saved the piece, but would also hsve affcided 
Black a terrible atta<^ in the centre, White's pieces being all awi^ fitom the 
scene of action. 

19. B takes Kt 

20. Q takes Q 
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An attempt to neorw the piece would haye inyolTed the Iom of the Queen's 
Book, 88 f qDowb >- 

90. Q to B 4th (oh) (a) 20. E to B sq 

21. P takes B 21. Q B to Q B iq 

22. Q to Q 6th 22. E B to Q sq 

23. Any moye 28. Q takes Q P (oh), wmning 

the Book. 

W 

20. Q to Q 6th (eh) 20. E to B sq 

21. P takes B 21. Q B to Q sq 

22. Q to E 6th 22. E B to E sq 

23. Any move 23. Q takes Q P (oh) 

Afain winning the Book, and forcing the game in a few mores. 

20. B takes Q 

21. BtoKB4(th 21. PtoKRSrd 

22. P to K B 4th 22. Q B to Q B sq 

23. P to Q B 4th 23. B to Q 6th 

24. QBtoQBsq 24. BtoKB3rd 

25. KtoK2nd 25. KBtoQsq 

Threatening B to Q 6th. 

26. KBtoQsq 

Tine kses a Pawn. He should rather have played B to E B 8rd. which, 
aHhcMigh mppaxeaHtj yery confining, would most probably have enablea him to 
dnwuegame. 

26. B takes K B P 

27. B takes B 27. B takes B 

28. P to Q B 5th 28. K to B 2nd 

29. P to Q B 6th 29. P to K Kt 4>th 

30. B to K 5th 30. K to K 3rd 
81. B to Q B 5th 

Loaiiig anoilier Pawn; the game, howeyer, was not to be layed prerioiis 
to tine moye. 

31. B to Q Kt 3rd 
32. B to Q Kt 5th 32. B takes F 

And White resigned. 



Buy Lopez Knight's Game. 

Hub is perhaps the most powerftil attack which can be obtained 
by the firat player without previoasly making a sacrifice, and foi 
this reason it is the safest that can be adopted, for, if not snc« 
cessfiil, you come ont of the struggle with at the least equal 
podtian and foroesy whereas in the gambits, if your attack fail* 
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yon are left widi an inferior game, and Black ought to win. li 
was fear of this mode of play on the part of the first player thik 
led Buy Lopez, the Spaniard, to reject the defence for Blsuck of 
2. Kt to Q B 3rd, and to recommend 2. P to Q 3rd. And evm 
np to the present day the correct play for Black is a point of ooa- 
troversy. The steady concentration of the attack, as opposed to 
the violent and fierce assaults of the Km^'s and ihrans Gambits, 
is so deceptive that often the same is virtually over before the 
second player has any idea that he is in danger, and oonseqnentij 
the greatest care is requisite on his part, not only in the opening 
itself, but also when the contest is &r advanced. Unless a mistake 
be made by White, the utmost his opponent can hope for is an 
even ^ame, and one weak move alone may almost hopelessl y oom « 
promise his position, as is well shown in the Illustrative Game VILL, 
oetween Messrs. Lowenthal and Morphy. It is to be remembered, 
however, that White should be content to await the sure develop- 
ment of his forces, and the advantage in position wluch he is likefy 
to obtain ; if he seek to make a vehement onset he will probably 
expose himself to a counter attack, from which escape withoi^ 
loss will be difficult. See Introductory Game m., between aa 
Amateur and the Author. 



Whitb. Black. 

1. P to K 4th 1. P to K 4.th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q Kt 5th 

White, it will be seen, threatens to capture the Knight and tiiea 
take the King's Pawn. Black has various modes of play now 
open to him, and we will first examine those in which, directly or 
indirectly, he at once protects the Pawn, and afterwards consider 
those in which he seeks to develop his game. See Yariations 
A, B, 0, and D. 

3. P to Q 3rd (6) (d) 

4. P to Q 4th (a) 4. P takes P 

5. Kt takes P 6. B to Q 2nd 

6. Castles 6. B to K 2nd 

7. P to K B 4th 7. Kt to K B 3rd 

8. Kt takes Kt 8. P takes Kt 

9. B to Q 3rd, with the advantage of position. 

(a) 

4. B takes Kt (ch) 4. P takes B 

5. P to Q 4th 6. P takes P 

6. Q takes P 6. P to Q B 4th 
Z Qto Q 3rd, with the better gjefm^. 
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8. Kt to Q 5th 

4. Et takes Kt 4. P takes Kt 

6. P to Q 3rd 6. B to Q B 4th 

6. Q to K B 5th 6. Q to K 2nd 

7. B to K Kt 5th 7. B to Q Kt 5th (ch) 

8. P to Q B 3rd 8. P takes P 

9. P takes P (c) 9. Q to K 4th 

10. B to Q B 4th 10. P to K Kt 3rd 

11. Q to K B 3rd 11. Q takes B 

12. Qtakes K B P (ch) 12. K to Q sq 

13. P takes B, with the advantage. 

(c) 
9. B takes Q 9. P takes P (dis. ch) 

10. B takes B 10. P takes E, qneens 

11. Q to QB 5th 11. Q takes Kt (ch) 

12. K to £ 2nd, and wins, as Black mnst sacrifice his 
Qneem for a Bishop to save the mate. 

(d) 

If Black for his third move play B to Q 3rd, K Kt to K 2nd, or 
Q to K B 3rd, he crowds his game excee^ngly, and White should 
obtain a commanding position. 

We now come to the consideration of the positions when Black, 
giviiig up the immediate defence of the Pawn, brings out his pieces. 

Yasiation a. 
Whitb. Black. 

3. B to Q B 4th 
4. P to Q B 3rd 4. Q to K B 3rd 

With the object of preventing the establishment of White's 
centre Pbwns. It is, however, an objectionable defence — ^indeed, 
after 3. B to Q B 4th, Black has an inferior game. Suppose he 
play now — 

4. KttoKB3rd(a)(6) 

5. P to Q 4th 5. P takes P 

6. P to K 5th ^ 6. Kt to K 5th 

7. Castles, with a fine position. 

(a) 

4. K Kt to K 2nd 
6. Castles 5. P to Q E 3rd 

6. B to Q E 4th 6. Castles 

7. P to Q 4th 7. P takes P 

8. P takes P 8. BtoQ,'KiaT«L 
9 Pto Q 5th, with again the advaiita$;;e. 
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4. P to Q 3rd 
6. P to Q 4th 6. P takes P 

6. P takes P 6. B to Q Kt 5ih (ch) 

7. K to K 2nd, and Black will find it difficult, if not 
impossible, to obviate the evil consequences of yonr threatened 
move of Q to Q B 4th. 

6. P to Q 4th 

This is much better than castling, which leads to little beyond 
an even game. 

5. P takes P (best) 

6. P to K 5th 6. Q to K Kt 3rd (beet) 

7. P takes P 7. B to Q Kt 6th (ch) 

8. B to Q 2nd 8. B takes B (ch) 

9. Q Kt takes B * 9. Q takes Kt P 

10. B to K Kt sq 10. Q to ]^ B 6th 

11. B takes Kt P, with a much better game. 

Vabiatioit B. 
White. Black. 

3. P to K B 4th 

4. P to Q 3rd 4. B to Q B 4th 

5. Kt to Q B 3rd 5. Kt to K B 3rd 

6. Castles 6. P takes P 

7. Q Kt takes P 7. Kt takes Kt 

8. P takes Kt 8. Q to K B 3rd 

9. Q to Q 6th 9. B to Q 3rd 
10. B to K 3rd, with a splendid game. 

Vabiation 0. 
Whttb. Black. 

3. Kt to K B 3rd 

4. Q to K 2nd (a) (6) (c) 4. P to Q B 3rd 

5. BtoQR4th 6. PtoQKt4fch 

6. B to Q Kt 3rd 6. B to Q B 4th 

7. P to Q B 4th 7. B to Q Kt sq 

8. P takes P 8. P takes P 

White has a somewhfbt more free position. 

4. P to Q 4th 4. Kt takes K P 

5. P to Q 6th 6. Kt to Q 3rd 

6. B takes Kt 6.' Kt P takes B 

7. P takes P 7. P to K 6th 

8. Kt to Q 4th 8. P takes P 

9. Kt takes P 9. Q to Q 2nd 

Equal game. 
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(h) 

4.PioQB3rd 4.Kt takes K P 

5. Q to K 2iid 5. Xt to Q 8rd 

6. B takes Kt 6. Q F takes B 

7. SttakesP 7. B to £ 2nd 

Equal game. 

(c) 

4. Gasyes 4. Zt takes K P (ci) 

5.PtoQ4th 5.Bto£:2nd 

6. PtoQSth 6. KttoQSrd 

7. PtakesEt 7. KttakesB 
a Ptake8QP(oh) 8. B takes P 
9. Kt takes P 

Equal game. 

4. B to Z 2nd 

5. P to Q 4th 5. Q Zt takes P 

6. Kt takes Kt 6. P takes Kt 

7. P to K 5th 7. Kt to Q 4th 

8. Q takes P, with the better game. 

Yabiation D. 

Whitb. " Black. 

3. P to Q R 8rd 

This is now considered the best defence, enabling Black, if 
lecessarj, to play P to Q Kt 4th, driving away White's King's 
Bishop. 

4. B to Q B 4th 4. Kt to K B 3rd 
B to Q B 4th here would not be so good, e. g, : — 

4. B to Q B 4th 

5. P to Q B 3rd 6. P to Q 8rd 

6. Castles 6. B to Q 2nd 

7. P to Q 4th 7. P takes P 

8. P takes P 8. B to Q R 2nd 

9. Kt to Q B 8rd 9. K Kt to K 2nd 
10. B to K Kt 5th, with an excellent game. 

5. P to Q 4th (a) 5. P takes P 

6. P to K 5th 6. Kt to K 6th 

7. Castles 7. Kt to Q B 4th 

8. B takes Kt 8. Q F takes B 

9. Kt takes F 

Eyen game. 
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(a) 

f,, CmaIm & B u> K ted 

e, Ktu.QB3rd 6LPtt>Q£ft4A 

7. B to O Et drd 7. P fio Q Skd 

8. P to Q 3rd &£t«>QB4dfc 



Gasce YH 

Between Metcn. Bhodei and WitHnwu 

Wvm (Mr, B.). Black (Ifr. W.). 

L Ptr>K4th L PtoK4di 

2, Kt to KB 3rd 2.KttoQB3rd 

;;. BtDQKt(>tb aKttoKBard 

Pto<|Eardbiion mofiaf oat Oe laifhl ■ ujMdg w l ttt 



4. P to Q drd 

TUi nc^« if fTMUl J fii^oaved \n Hot AndcnMB, ute 
Miopte It wb«D ptoiiiif the attiMk m this opeung. It k, 
UiUfr iff CyitlAm or F to Q 4^1, 9B it pendfei Bbck to bdn^ <Mt kk IHAnji 
if B 4ib imwH lately, wUh «n equal game. 

4. B to Q B 4t]i 

5. CMtles 



As atUmpi now to win a Pawn would loae the game at onei^ «.f..-^ 

5, B tabw Q Et 6. Q P takea B 

«, KttakeeKP & QtoQ6th 

7* Et to K Kt 4th 

Toprmfmt mate hg Q tdkm KB F. 

7. BtakaaKt,aBd 

5. P to Q 3rd 

Prryteetiaf the EP,aa after White*! castimg the abore nuuMBiETfe it iiivne- 
tioable, owing to the Book debnding the £ B P. 

6. B to K Kt 5th 6. B to Q 2nd 

7. Kt to Q B 3rd 7. P to Q R 3rd 

8. B to Q B 4th 8. P to K B 3rd 

9. B to K B 4th 9. P to K Kt 4th 

10. Kt takes K Kt P 

Tbia Mcriflee is efsentiallj nnaonnd; White'g position is oommitted hj hii 
baring castled, Black's is not, and the (mly result of faring away the piece is to 
eipose the White Eing to a fiirious attack. The proper move was to leteeat the 
Bishop to Et 8rd. 

10. P takes Kt 

11. B takes P 11. B to K Kt sq 

12. PtoKB4th 12. BtakesB 
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ConectiT played ; Black has a piece in hand, and the remoral of the F^wn 
from the Kook's file renders his attack immediately irresistible. 

13. F takes E 13. Kt to K Kt 5th 

14. B takes Q Kt 14. Kt P takes B 

15. Q to Q 2iid 

White's game is utterly hopeless; he can do nothing but wait for the finish. 

15. K to K 2nd 
Threatening mate in two mores, by Q to K B sq and Q to B 7tli. 

16. P to K Kt 3rd 

Suppose— 

16. BtoKsq 16. KttakesKBP 

17. Q to K 2nd (a) 

It it mrident that if the Quem remain on Q 2fu2» or he moved to am^ other 
Sfiuaref ehe eon he won hy the Knight dieoovering cheek, 

17. QtoKBsq 

18. Q takes Kt 

Topreoent Q to B 8tib, mate. 

18. B takes Q (ch), and wins. 

W 

17. K to B sq 17. Q to K B sq 

18. K to K 2nd 18. B to K Kt 6th (oh) 

19. K to B sq 19. Q to B 8th. Mate. 

16. Q to K B sq 

17. K to Kt 2iid 

Mate was threatened on the more. 

17. Kt to K B 7th 

Bffeetnalljr prerenting the escape of the King, and again threatening mate 
in two mores, Q to B 6th (ch) and Kt to K B 6tL 

18. P to K B Srd 

Suppose— 

18. Q to K 2nd 18. Q to B 6th (ch) 

19. K to Kt sq 

IfK to ^ e^j Kt to B Qik dieoovere mate. 

19. B to K Kt 6th 
aa Kt to Q 6th (ch) 20. P takes Kt 

21. Q takes B (6) 21. Kt takes Q 

22. K B to Q sq 22. Q to B 7th (ch) 
2d.KtoBsq 28. QtakesBP. Mate. 

ih 

21. K B to K sq 21. B takes Q 

22. Any moTe 22. Kt to B 6th. Mate. 

18. Q to B 6th (ch) 

19. K to B sq 19. Kt takes B P (dis. ch) 

20. Q to B 2nd 20. <2 takes (^ 

Mate. 



s 
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Game VIIL 

Between Messrs. Lowenlihal and Morplij. 

White (Mr. L.). Black (Mr. M.>. 

1. P to K 4th 1. P to K 4tii 

2. Kt to K B 3rd 2. Kt to QB 3rd 

3. B to Q Kt 5th 3. P to Q B 3rd 

4. B to Q B 4th 4. Kt to K B 3rd 

5. Castles 5. P to Q Kt 4th 

6. B to Q Kt 3rd 6. B to Q B 4th 

Thifl is a bad more at this ftage; it enables Wbite to estaUiah hie Vkwum in 
the centre, and girea him a ftrong and widwring attack. Black oo^t to bava 
played B to K 2nd. 

7. P to Q B 3rd 7. P to Q 3rd 

8. P to Q 4th 8. P takes P 

9. P takes P 9. B to Q Kt 3rd 

10. B to K Kt 5th 10. B to QKt 2nd 

11. Kt to Q B 3rd 11. Kt to K 2nd 

12. K R to K sq 12. P to K E 3rd 

13. B to K B 4th 13. P to K Kt 4t;h 

. 14. B to K Kt 3rd 14. K to B sq 

Black intending to attack with his Kin^s Pawns, this more is better thia 
castUnff, as it does not so much expose the King, and keeps the Book where lis 
can aid in the carrying out of the aesign contemplated. 

15. Q to Q 3rd 15. P to Q B 4th 
Threatening to fork the Queen and Bishop with the Pawn. 

16. P to K 5th 

Finely played; Black dare not now push on his Pawn. Soppoae— 

16. P to Q B 6th 

17. P takes Kt 17. P takes Q 

18. P takes Kt (oh) 18. Q takes P 

19. B takes Q 19. K takes B 

20. Kt to Q 6th (ch) 20. B takes Kt 

21. B takes B, with a winning position. 

16. P takes K P 

17. B takes P 17. K to Kt 2nd 

If 

17. P to Q B 6th 

18. Q to K 2nd 18. P takes B (a) (6) (c) 

19. B takes Kt 19. Q to Q 2nd 

To avoid B tak$$ Kt {ch), winmng the Queeiu 

20. B takes B, winning easily 
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■ 

18. QKfttoKKftiq 
19. B to Q B 2iidf with * ffplendid game. 

W 

1& QKttoQ4th 
19. Kt takee Kt 19. B takes Kt 

2a B to Q B Snd, with a fine podtioxi. 

ic) 

18. K to Kt Slid 
19. B takes Kt (ch) 19. K takes B 

aO. Q to K 6th (oh) 20. K to Kt 3rd 

21. B to Q B 2nd (eh) 21. B to K 6th 

IfFtoKB4itk,QtoKetk{eh)wm9eaml^. 

22. B takes B (ch) 22. KtoB4th(d) 

23. P to K Kt 4th (ch) 23. K takes P 

24. Q to K Kt 8rd (olO 24. K to B 4th < 
26. QtoKB3rd. Idjito. 

id) 

22. Kt to K B 4th 
28. B takes Kt (oh) 23. K to B 4th 

24. P to K Kt 4th. Mate. 

18. £t to £ 4iih 18. B takes Kt 

The best more. Suppose — 

18. P to Q B 6th 

19. B takes Kt (oh) 19. K to B sq 

20. Q to K 2nd, threatening Q Kt takes K Kt P and B takes Kt (oh), 
■d bsfiag a won game. 

19. Q takes B 19. £t to El Zt 3rd 
aO. Q to Q £t 7th 20. B to Q B 2iid 
21. Q to (^ B 6th 21. P to (^ B 5th 
22.BtoQB2nd 22. BtoQB2nd 

Kl takes B^ and, <m Pawn retaking, Kt to K Kt 6th, would have been much 

23. Q E to Q sq 
'White has now such a position that Black cannot avoid loss. 

23. Q to E: 2iid 

24. E B takes Q Zt 24. K. takes B 

25. P to Q 5th 
Threatening P to Q dth, winning the Bishop. 

25. B takes B 

26. Zt takes B (ch) 26. £ to £t 2nd 

27. Xt to £t 6th 

Deciding the game. 

K 
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27. Q to Q sq 

28. Kt takes B 28. K takes Kt 

29. P to Q 6tk 29. K to Kt 2nd 
90. Pu>QB4di ao. BtoQ 2iid 

If P Ilk* P. Q tefcn Q B P, and wiak 

31. P takes P 31. P takes P 

32. Q takes Kt P 32. B takes P 

33. B takes B 33. Q takes B 

34. Q takes P 34. P to B 4tih 

35. PtoB3rd 

r t w c utiB g deUy m tha tMatk ptwintlr if mate thoold be threaieBed by 
Qaeentotheeightknuik. Tliu point ahooli be «q»cdallj looked after byjooBg 
|^jen» at freqaentlj, in tbeir ea^eneM to fxee aa advantage ebewbeia^ tiMy 
MTe t l i fiiifh e i angaaided ia tbn raqMct^ and kae the fame. 

35. Kt to Q 2iid 

36. BtoK3rd 36. KttoK4th 

37. B takes Kt 

The ydAeit mode of twrninathig flie game, 

37. Q takes B 
3a Q to Q B 3rd 

And Black resigns. 
The exchange of Qoeens is foteed, and then the extra Pawn wins witii ease. 



Scotch Gambit. 



This variety of attack, which consists in the first player, on 
move 3, offering his Queen's Pawn for capture, was oompara- 
tively nnthonght of until 1824, when the London Clnb adopted it 
in a correspondence game against Edinburgh. The latter won, 
and retorted with the same opening, and success awaited iJiem in 
the attack as it had previously done in the defence. Hence the 
name of the gambit. It is undoubtedly a strong opening, for 
Black is compelled to accept the gambit, or he gets a bad position, 
and the legitimate result appears to be, with the best play on both 
sides, a drawn game. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. P to Q 4th 

Black may now take either with Pawn or Knight; for the oon* 
sequences of the former see Variation A. 
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3. Kt takes F 

4. Kt takes Kt (a) 4. P takes Kt 

5. Q takes P 5. Kt to K 2nd 

6. B to Q B 4th 6. Kt to Q B 3rd 

7. Q to Q 5th 7. Q to K B 3rd 

8. Castles 8. B to K 2nd 

And White has a slight advantage in the greater freedom of his 
game. 

(a) 

4. Kt takes P 4. Kt to K 3rd 

6. B to Q B 4th 6. Kt to K B 3rd 

6. Castles 6. P to Q 3rd 

7. Kt to K Kt 4th 7. B to K 2nd 

Even game. 
Vabiatign a. 

WhITB. BLA.CK. 

3. P takes P 

4. Kt takes P (Var. B) 4! Q to K R 5th 

5. Kt to Q Kt 5th 5. B to Q Kt 5th (eh) 

6. B to Q 2nd 6. Q takes K P (oh) 

7. B to K 2nd 7. K to Q sq 

8. Castles 8. Kt to K B 3rd 

9. Q Kt to B 3rd 9. Q to K R 5th 

White has a ^ood attack, but with care Black can defend him- 
self and retain ike Pawn. 

Vabiatign B. 

White. Bla.ck. 

4. B to Q B 4th 4. Kt to K B 3rd (a) (h) (c) 

5. Castles 5. Kt takes K P 

6. B to K sq 6. P to Q 4th 

7. B takes Q P 7. Q takes B 

8. Kt to Q B 3rd 8. Q to K R 4th 

9. Kt takes Kt 9. B to K 3rd 

10. B to K Kt 5th 10. B to Q Kt 5th 

11. Kt takes P 11. Q takes Q 



12. K B takes Q 



Even game, 
(a) 



4. P to Q 8rd 

5. P to Q B 3rd 5. Kt to K B 3rd 

6. P takes P 

And White's pieces have more freedoixi. 
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4. QtoKBSrd 

5. Castles 5. P to Q 3rd 

6. P to Q B 3rd 6. P to Q OUi 

If he play P takes P yoa retake with Queen's ynight^ and haye 
a good attack. 

7. Q takes P 7. Q to E Kt 3rd 

White has little^ if any advantage. 

(c) 

4. B to Q Et 5ih (di) 
(Var. C) 

5. P to Q B 3rd 5. P takes P 

6. Castles 

Yon may also play P takes P, Mr. Cochrane's attack, e.^.. — 

6. P takes P 6. B to Q B 4th 

7. P to K 6th 7. P to Q 4th 

8. Q takes P & Q takes Q 

9. BtakesQ 9. K£ttoS:2nd 

Sven game. 

6. P to Q B 7th (<2) 

7. Q takes P 7. P to Q 3rd 

8. PtoQBSrd aBtoQB4th 

9. P to Q Kt 4th 9. B to QKt 3rd 
10. B to Et 2nd 10. Kt to E B 3rd 

Equal game. 

6. P takes Et P 

7. Q B takes P 7. B to E B sq 

8. EttoQB3rd aEttoEBSrd 

And White has a fine attack. 



Yabiahov C. 

Whtcs. Black. 

1. P to E 4th 1. P to E 4th 

2. Et to E B 3rd 2. Et to Q B 3r 

3. P to Q 4th 3. P takes P 
4.BtoQB4th 4.BtoQB4th 

This is esteemed as Black's best move. In reply, joa have the 
choice of three moves. Castles, P to Q B 3rd (see Var. Di and 
Et to E Et 5th (see Yar. S). 
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5. Gastlei 5. F to Q 3rd 

6. P to Q B 3rd 6. B to K Kt 5th 

7. Q to Q Kt 3rd 7. B takes Kt 

8. B takes K B P (ch) 8. K to B sq 

9. B takes Kt 9. B takes B 

10. P takes B 10. P to K Kt 4th 

11. KtoBsq 11. Q to KB 3rd 

12. P to K B 4th 12. Kt P takes P 

13. Q takes Q Kt P 13. Q to K Kt 4th 

14. Q takes B (ch) 14. Kt to Q sq 
16. P to K 5th 15. P to Q B 3rd 

And Black wins. 



Vabiation D. 

White. Bla^ck. 

6. P to Q B 3rd 6. Kt to K B 3rd 

We haTe now a position of the " Giuoco Piano," which is con- 
sidered an even game. See the first analysis of that opening. 

Vabiation E. 
Whitb. Black. 

5. Kt to K Kt 5th 5. Kt to K B 3rd 

K— 

5. Kt to K 4fch 

6. Kt takes B P 6. Kt takes Kt 

7. B takes Kt (ch) 7. K takes B 

8. QtoKR5th(oh) 8. PtoKKtSrd 

9. Q takes B 

With the better game. 

6. Kt takes B P (a) 6. Kt takes Kt 

7. B takes Kt (ch) 7. K takes B 

8. Q to K B 5th (ch) 8. P to K Kt 3rd 

9. QtakesB 9. P to Q 4th 

10. Castles 10. B to K 3rd 

11. P to Q B 3rd 11. P takes K P 

12. P to K B 3rd 12. P to K 6th 

13. P takes Q P 13. P to K 7th 

14. B to K sq 14. Q takes P (ch) 

15. Q takes Q 15. Kt takes Q 

16. Kt to B 3rd 16. K B to K sq 

17. BtoK3rd 17. KttoKB4th 

18. B takes P 18. B takes Q B P 
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19. K to B 2nd 19. B to Q 5th 

Black has the advantage. 

(a) 

6. Q toK B 5th 6. Q to K B 3rd 

For the consequences of Black now moving Q to K 2nd or Ejfc 
to K 4th, see Blostrative Game X. 

7. P to Z B 4th 7. P to Q 3rd 

8. P to K B 3rd (5) 8. Castles (e) 

9. Castles 9. B to K 3rd 

10. B to Q ard 10. Q to K Kt 3rd 

11. Q takes Q 11. B P takes Q 

12. P to KB 5th 12. BtoQ2nd 
18. P to KB 6th 13. Ktto£:4th 

Black has the better game. 

8. Castles 8. B to K Kt 5th 

9. B takes B P (ch) 9. K to K 2nd 
10. Q to B 4th 10. B to K 7th 

Black has again the preferable game. 

8. B to Q 2nd 
9. Castles 9. Q to K Kt 8rd 

10. Q to K B 8rd 10. Castles (Q B) 

11. P to K B 5th 11. Q to B 3rd 

12. K to B sq 12. Kt to K 4th 

13. Q to Q Kt drd 13. B to Q B 3rd 

Black's game is better. 



Game IX. 

Played by correspondence between Philadelphia and New York. 

White (Phii.adsi.phia). Black (Nxw Yobk). 

1. PtoK4th 1. PtoK4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 
8. P to Q 4th 3. Kt takes P 

4. Kt takes Kt 4. P takes Kt 

5. BtoQB4th 5. QtoKBSrd 
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Wi k a iMd bowcl Bhck violate oae of tfe mUbb rales of Ches»— do boc 
WiB^ die Qaea mto tko gone too enlj; aad uAoocJb crerr role boo its «x- 
cepbona. tkii k BOt OM of tkem. TbiBvostbepnoapd cone of BlaekV defeat, 
tiae stadeaftviil ^HOfcr on caiofii% rwaMiwag thg Twioaa aaahooi gii 



6. Cutks e. B to Q B 4di 

7. PtoKdth 7. QtoKB4th 



, IB ChesB at IB oyaertkbigSyfireqaeBdTfollovB another. Harn^ 
»pyod oat the Qmocb, Blarl- ■hoold BowYuyeeadeaToored to repair 
the wrirtafrp bj piajior her home agaia. The ill conaeqaeBCOB of the lost awTOs 
BoaU hare beea lev &08lroBB than are thooe of the attB^ to whidi the seeond 
plajnen are bov sabjected. As a Blatter of eoorae, Q takca K P k oat of ths 
on amooat of White** rqptf, B to K a^ winniag the t^ieen. 



aPtoQB3Td aP takes P 

9. Q Kt takes P 9. Kt to K 2iid 

To pravcnt irhite BMmng Kt to Q fith. 

10. KBtoQSrd 10. QtoKSrd 

Q takes K P, at diis or theioDowingnioTe, iroold hare afforded White a toEfi^ 
Black, tiberefeee, did wiaefy in aWding it. 

11. Kt to E 4th 11. B to Q 5th 

12. Et to Et 5th 12. Q to Q Et ard 

13. Qto E B 5th 13. P to EEt 3rd 

14. Q to B 6th 14. B takes E P 

^ack was now eompdied to take the F^wn, as White intended to |kla^ Q to 
la 7th, fbUowed, on Black mcmng B to K B sqyby Kt takes K B P, winnin|f. 

15. EBtoEsq 15. QtoEB3rd 

If— 

16. PtoQSid 
le. Stakes B 16. P takes B 

17. Q to Kt 7tii 17. B to K B sq 
1& Kt takes K B P, and wins. 

16. Et to E B 3Td 16. P to Q 3rd 

17. B to E Et 5th 17. Q to E 3rd 

If— 

17. Q to Kt 2Bd 

18. Q takes Q 1& B takes Q 

19. B takes Kt (ch), and wins. 

la Et takes B 18. P takes Et 

19. Q B to Q B sq 
P to K B 4th at once is useless, as Black would reply with P to K B 3id. 

19. B to E B sq 

Blaek had here six modes of play besides the one adopted. The following are 
tiie Tanations (see Diagram) . — 
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5*. •■:■.■ 
-.V .^yuVf, 










90. BtoQB4Ui 
21. B takes Q 
SS. BtekcsQB 



SS. B takes P (eh) 



In the first place : — 

19. PtoEBStd 
90. Kt to E B 4tii 
9L Kt takes Q 
£t. PtakcsQB 



SS. EtoBsq 



IfKioQtqy White taim Kt P wA BiAop, tkrtatmmig 
amd wmmimg tie QMeea « Rook, 



kfRtoQtqy 



84.BtdkesQBP,aiid 



Secondly — 



19. B to Q 2nd 
2a QtoEB4tli 



2a BtoQB4tk 

Black dare not now pUx§ Kt to K B 4tky <u, after tke eatckamge <(f (|m8R«, 
WhiU womld take Q B, ckecUng, amd wm tke Knij^ 



21. Q to Kt 7th 21. B to K Kt sQ 

22. Q takes X P, and Bla^ eannot sare the piece, for if he play B to 
K 3rd, White exchanges Bishops and then takes the Q B P, and aftonrmrds the 
X P, winning easily. 



is: 






Sl.<|i»£ini^aBd( 



■LQIiAmBP »LBtoQaftdi«) 



SLB«DQB4lk Xl.QtoKB4ft 

aSLBnknKP AQtekwE 

BLQcik»BP(ck) SS.i:tDQ9q 
lA. Q tdkv B (ch)^ and wiH. 



(«) 

90. BloKBn 
SLBtoQBStk 21.PtoKB3(d 

SaLBtefcnBP S2. Q tekcs B 

BLQBtekMKP SS. Q takn E B P (^ 

M.KtoB»q M.QtoEB3id 



K tefa* Kt (dl) Mtf Q tefa> IL 



Kt(di) 

ir fafar A P(eft) w aof^o jl^My, os occowif of tkB ikrtatemd wmH^ hf Q t^ 
ZBSikitk^midEiakaR^wkKkBfadkhasmstornqfttrmottk^kUKt^^ 

86. KtoQtq 

98. BtoQKftSA 

Thneatemmg wuOb im two aKWPet, iy jg to JT W (c*) md B Idbw A 

86. PtoQBSid 

Gimmg mp tie Qaeem at K B 8(& (ol) wtmld not avaU, a» qfttr tk$ «DdUn^w« 
White womid play B take* QBPamd Quern maies, 

87. KBtoQiq(eh) 87. B to Q 9nd 

88. K B takee B (eh) 88. £ to B sq 

99. KBtoQB7th(di) 89. KtoKtBq(ft) 
ao. K B takfs Kt P (eh) 90. K to B sq 
81. Q B to Q B 7th (oh) 81. £ to Q sq 



88. Qmates. 



w 



89. K to Q iq 
take 



80. B to K 8tii (oh) SO. K or B takei B 

81. Q to Q 7th. Mate. 

Fifthly— 

19. P to Q B 3rd 

80. B to Q B 4th 80. Q to K B 4th 

Mmit not uUerpose the Knight, or Q to Kt 7th wins at onee, 

81. Q to Kt 7th 21. B to K Kt iq 
88. Q takes K P, wixming a piece. 
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And sizthly — 

19. Q to Q Sid 

90. E S to Q «i 90. P to Q B 3rd (<0 (df) («) 
91.BtoQEt6lk 91.EttoQ4th 
99.QtoKt7th 99.BtoEBM 

95. S iMkM Kt 9S. Q takes B 
94.QtoKB0tli 94.QtoQ2nd 
96.BtoE»q 95.PtakMB 

T%ere is uoAmg heUer to do, 

9a. B Ukm E P (eh) 98. Q to E 3rd 

87. B takes Q (eh) 97. Anr more 

98. Q to K 7Ui. Mate. 

90. Q to Q Kt Sid 

91. Q to Et 7th 91. B to E Et aq 
99.BtoQEt6th(eh) 99.PtoQB8id 

99. QtdkmB 

93. Q iakm B (eA) 93. Kt takes Q 
94.jB<oQ8a. MaU, 

93.BtakMQBP 93.PtakesS 

94. B takee P (ch) 94.BtoQ9iid 

96. B takes B (di), and wins. 

90. Q to E 3id 
91. BtoQB4th 91. QtoEB4th 

99. Q to Et 7th 99. B to E B sq 

93. B to Q gth (ch) 93. E takes B 

94. Q takes B (ch) 94.EtoQ9iid 
96. Q takes Et(ch), and wins. 

W 

90. Et to Q 4th 

91. Q to Et 7th 91. B to B sq 

99. B takes Q B P 22. Kt takesK (f) (g) 

93. BtoQEt6th(eh) 23. EttakesB 

24. B takes Q 24. Et takes B 

96. Q takes E P (ch) 26. E to Q 9iid 

96. QtoE7th(ch) 26. EtoB3rd 

97. Q takes B, and wins. 

if) 
^ 92. Q takes B 

93. B to Et 6th (ch) 23. B to Q 2nd 

94. B takes Et 24. B takes B 
96. B takes E P (ch) 96. EtoQ9nd 
96. B to E 7th (ch), and wins the Queen. 

is) 

«««^^, 92. BtoQ2nd 

93. B to Q Et 6th 23. B takes B 

94. E B takes Et 24. Q takes E B 

95. B to E 7th (ch) 96. EtoQsq 

96. B takes E P (<Us. eh), and wins. ^ 
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B to Q B 4th 
Instead of oanTing on the attack White might haye won the exchange : — 
ao. Qto£t7th 20. Pto£Bdrd 

Toprevmt B tale$ K P. 

21. B to Q B 4th 21. B to K B 2nd (A) 

22. Q takes B (ch) 22. Q takes Q 

23. B takes Q (ch), and has the advantage. 

W 

21. Q to K B 4th or Q 3rd 
22. B to £ £ 6th, and wins the Book for a Bishop. 

20. Q to K B 4th 

The Knight is in effect pinned, and prevented from interposing on Q 4th 
through dread of Q to Kt 7th. 

21. B takes Kt 21. K takes B 

22. P to K B 4th 

Q to £t 7th would have been even better than this. 

22. P to K 6th 
IfBtoK8rdorQtoKKt5th,BtakesKPwin8. And suppose— 

22. P to K B 3rd 
28. Q to Kt 7th (ch) 23. K to K sq 

24. P takes K P, and Black must either take Pawn with Pawn, giving 
up the Queen for the Book, or he must lose his own Book or submit to the 
equally disastrous discovered check of P takes P. 

23. B to Q 3rd 23. B to K 3rd 

Aj^pended is a diagram of this interesting position, to facilitate a study of the 
onanmg variations. (See next page.) Suppose — 

23. QtoKB4th(i)(Jk) 

24. £ takes KP(ch) 24i.Bto£3rd 

To tave the Book, 

25. QtakesQ 25. PtakesQ 

26. P to B 5th, winning the Bishop. 

« 

23. Q to K B 3rd 

24. B takes P 24. Q to Q 6th (ch) (J) 

25. £ to B sq 26. B to K 3rd 

26. P to B 6th 26. P takes P 

27. B takes P 27. Q to Q 3rd 

28. Q B to Q sq 28. Q to Q B 3rd 

29. Q to K B 4th (ch) 29. K to K sq 

80. Q to K B 6th 30. B to K Kt sq 

81. B to Q 2nd 31. B to Kt 3rd 

82. Q to K B 8th (ch) 32. K to K 2nd 

83. Q takes Q B> threatening mate on the move, by Q to Q 8th, and 
winning easily. 
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BLA.GK. 




WHITE. 



24.BtoK8rd 
26. P to K B 6th, winning the Bishop; for if— 

26. P takes P 

26. £take8QBP(ch) 26. BtoQ2nd 

Toprwent Q takes Q. 

27. B takes B P (dis. oh), and wins Queen for Bishop. 

And if— 

26. BtakesQBP, or 
BtoQBsq 
26. B takes Q £t P (dis. ch) 26. £ to Q 2nd 

If K to Q^rd White mates in three moves, by Qto Q 2nd {ch), Q taJees Q 
(cA), and Q takes 3, And if Kto Qeq White mates in four moves, &jr Q takes 
JL {cK), QBto Qeq {ch), B takes B {eh), and on Queen interposing, Q to K 
7th, mate. 



27. Q B to Q sq (oh) 

28. B takes Q (ch), and 



27. Q to Q 3rd 



wins. 



And if Blaek plaj 26 . Q to Q 5tb. ((sbi^ , \2^ g^ass^a ^Toofi^da «a in Yariatian i 
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(*) 

23. QtoQB4(li ' 
24. QtoKB4di(oh) 24 £ to £ sq (Q («) 

(n) ioUt) 
26. BtakesQBP 26. Q takes E 

Qto QKt9rd (e&) and ikm QtoQ9rd makes no d^ereues i» tJU ruuU, 

26. B to Kt 6ih (ch) 26. Q <» B to Q 2xid 

27. B takes K P (oh), and wins. 

(0 

24.KtoQ3rd 

86. B takes KP 26. B to K 3rd 

26. B to Q 4th (oh) 26. BtoQ4th 

27. Q to B 6th (ch) 27. £ to Q 2nd 

28. B to £B 5th (oh) 28. PtakesB 

29. Q takes P (oh) 29. £ to Q 3rd 

30. Q to £ 6th (oh) 30. £ to Q 2nd 
81. B takes B (oh), and wins. 

(•) 

24. £to£8rd 
26. B takes £P (oh) 26. £toQ8rd 

IfQtoX^th^B tales Q (eh) andQtoK7th, mate. 

26. Q to £ 7th (oh) 26. £toQ4th 

27. Q to £ 6th. Mate. 

W 

24. Pto££t4th 
26. B takes £ P (oh) 

Pollowed by P takes £ £t P, and the attack must win. 

W 

24. Pto£B3rd 
26. B takes £ P (oh) 26. £ to Q 2nd (p) (a) 

26. Q takes B P (oh) 26. £toQ3rd 

27. Q to £ 7th (oh), and wins. 

26. £toQ3rd 

26. B to Q 4th (oh) 26. £ to £ 2nd 

27. B to £ sq (oh) 27. B to £ 3rd 

28. B to Q B 4th, vnd wins. 



(2) 



26. £ to Q sq 
toQ£t 



a6.Qtak«s£BP 26. Q to Q £t Sid (oh) 

W (*) 

27. £ to B sq 27. Q to Q 8rd 

28. B to £ 2nd, and wins. 



(r) 



26. BtoE.B4i£^ 

I 
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3T. QtoC7&(eii) 3r. KtaQBM 

28. Q CAkM R (ch) S. K to Q Sni 

». QcoE7tb(eh) 3iLX:tD<4BaB 

9BL BtaKn 

3r. R tiilBH R (di) 971 KtiikMR 



aa. B tmkm P (d^ 2B. K to Q 

3I». RtoQu 
». RtAkesq 
3L Qaiins& 



3»! RtoQutcfa) mQcoQin 

». R t«kM 4 (ah) 3D. B to Q ±mI 



98.KtoR«i ».QfioQteL 

3&II iiif gtoXTtt. 



37.BtDC3iid 37.PtoKB#k 

». RtoQB4a,aicl«iBft. 

9S. RtoKn 
98. RtDQ4di(dL) 9B.KtoKdkd 



Xr. RtoKaq(di) 97. Q tekss R (<^ 

98. Q t«kM Q (d&) 9B.X:toBakd 

99. Q tekflt R, sod wiBi^ 

(•) 

96. PtoKB%d 

98. QtdHsRP(<^ 96. RtoB9iid(«) 



97. Q takM R (eh) 97. K to Q 3xd 

98.RtoQ4di 

9». RtdcesQ, 



98. R to Q 4di (^ 98. Q to Q 4th 



98. KtoQakEd 
27. QtoK7a(eh) 97. KtoQ4A 

98. R to Q 4th (di) 98. K takes R 

9». QtoKith. Vite. 

24.Btake8P 24.QtoQB4th 

Thk ii Blad:** hett movi^ bsi I]|0 game cannot be Hcred. 

25. Q to K B 4th (di) 25. K to Q 2nd 

IfPtoKB3lrd,PtoKB5^ini»aileaatthe Bbhop. Andif— 




96. K to K sq 
98. BtakeiQKtP 98.Ktoa9nd 

97. Q R to Q eq (cb) 97. Q to Q 4th 

98. R takes Q (eh) 98. B takea R 

99. Q to K 7th. kaie. Or* 

9a.¥.toKaq^ 
m StoBdtk. lUto. 
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26. K B to Q sq (ch) 26. £ to K sq 

Suppose — 

26. Z to Q B sq 

27. Q to K 7th 27. It to E: £t sq 

28. £ to Q eth 28. £ to Q £t sq 

Ati^ other move is eqwiUy had. 

29. P to Q Et 4th, and inns. 

27. E. to E. B sq 

Quiet, but dedsiye; threatening B takes Q TLi P, which could not be played 
while the King stood on £ Kt sq, on account of Q to Q Kt 3rd (ch), wmnmg 
the Bishop. 

27. P to Q B 3rd 

Q to Q Kt 9rd equally loses. 

28. B takes Q B P 28. B to Q sq 

If P takes B, B takes P (ch), and B takes B, mate. 

29. Q B to Q B sq 29. B takes B (ch) 

30. B takes B 30. P to K B 4th 

The game is quite hopeless; this moye, therefore, is as good as any other. 

31. Q to K B 6th 31. B to Q B sq 

32. B takes Q Kt P 32. B takes B 

If— 

82. B to Q 2nd 

33. B to Q B 6th 33. B takes B 

IfQtoQB 2ndy RtoKsq (cA) and R takes Q, mate, 

i 

34. Q takes B (ch) 34. K to K 2nd 
36. Q to Q 6th (ch) 35. £ to £ sq 
36. Q to Q 7th. Mate. 

33. P to Q Kt 4th 33. Q to Kt 3rd 

34. B to K sq (ch) 34. K to Q 2nd 

35. Q to K 7th (ch) 35. K to (J B 3rd 

36. P to Q B 4th 

And Black resigns. 

The advance of the Queen's Pawns is fine play, seemingly without purpose, 
bat in reality forcing the game, for Black must now lose the Queen or be mated, 

^- 

87. B to Q B sq (ch) 37. £ to Q 4th 

88. Q to £ 5th. M!ate. 

If Black play 36. P to £ B 8rd, to preyent the mate, 87. Bto £ 6th ^ish) 
the Qoeen. There are other yariations, but all leading to the same XQwaii^ 
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Game X. 

Between Messrs. Pindar and Beaver, oonsnlting together, and 
Herr Anderssen. 

White (Messrs. P. and B.)* Black (Herr A.). 

1. PtoK.4th 1. PtoK4th 

2. Kt to K B 3rd 2. £t to Q B 3rd 
8. P to Q 4th 3. P takes P 
4. B to QB 4th 4. B to QB 4th 
6. KttoKKtSth 6. KttoKBSrd ' 

6. Q to E: E 5th 6. Q to K 2nd 

Sappose— 

6. Zt to E 4«h 

7. Kt to E 6th 7. Q to K B Srd 

If QP take Kt, Q takes Q Kt andnnst wm anoth^ piece,/or if Q or B to 
QSnl, Q takes KKtP, vnmimg the K Kt ; and if B to K B sq, B takes K Kt, 
foUowed, if Black play P to K B Srd, by Q to K R 5th (eh), r§tamk^ the 
advantage, Andifl. QtoK2nd, White replies with Kt takes K KtP{<A), 
ajienoards capUtrvng the K Kt with Qnteen, and Black dare not take the KB, 
on aooomU of White threatening B to K Kt 5th, winning the Queen. 

8. Et takes Q B P (ch) 8. E to B sq 

9. Et takes £ 9. P to Q Otii 

JfKt takeB^Q takes B (ch). 

10. P to E B 4th 10. E Et to Et 5th 

11. B to E B sq 11. P to E Et Srd 

12. P takes Q Et 12. Q takes B (ob) 

13. E takes Q 13. P takes Q 

14. B tf^es Q P, with a piece ahead, and a safe game. 

7. Castles 7. P to Q 8rd 

8. P to K E Srd 

To prevent B to E Et 5th. 

8. Kt to K 4th 

9. B to Q Kt 3rd 9. B to Q 2nd 

10. P to K B 4th 10. B to Q Kt 4th 

11. P takes Kt 11. B takes E 

12. Kt to K 6th 

The attack obtained by this move amply compensates for the ■acrifice of ^ 
exchange. 

12. B to K 7th 
Suppose, instead of this — 

12. B to E Et sq 

13. B to E Et 5th 13. B to E 7th 

14. P to E Et 4ith 

If Q take B, Black plays 14. P to Q 6th (dis. ch), and then 15. P taket^ 
White must play 16. Kt to QB Brd, to prevent IB, P to Q Sth, g i taw tfi ^ 
Black rqflies with 16. Q to Q 2mf, winning.] 
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14. Q to Q 2nd 

16. B takes E Kt 15. P takes B 

16. £:t takes £ B 16. P takes Kt 

17. P to Z 6th 17. Q to Q 3rd 

18. P takes P (ch) 18. E: to Q 2nd (a) 

19. Q to E: B 6th (ch) 19. £ to £ 2nd (6) 

20. P to E 6th 

Indispensable, before iaimg the Rook, to prevent Qto K Kt 6ih (cA) and B to 
B %ik (c&), fMOe, 

20. Q to Q B Srd 

21. P tdces B, queens 21. B takes Q 



22. B takes B> and wins. 



w 



18. £ to E: 2nd 

19. Q to £ B 4th (ch) 19. £ to Q 2nd 

20. P takes B> queens, and wins. 

(ft) 

19. £ to Q B Srd 

20. Q to Q 6th (ch) 20. £ to Q £t 3rd 

If Q, take Q) B takes Q (ch), and then takes the Rook wilh Fawn. 

21. Q takes Q (ch) 21. P takes Q 

22. P takes B, queens, and wins. 

13. Kt takes Kt P (ch) 13. K to Q 2nd 

If £ to Q sq or B sq, Q takes £t wins. 

14. P to K 6th (ch) 14. K to Q B 3rd 

If P take P, Q takes £t again wins. 

15. Q takes Kt 15. Q B to K B sq 

16. K B to Q 5th (ch) 16. K to Q Kt 3rd 

If £ to £t 4th, Q to Q 2nd wins. 

17. P to Q Kt 4th 

And Black resigns. 



Two Knights' Defence. 

Having examined those openings in which White does not play 
^ B to Q B 4th, we must now look into the consequences of 
jibe adoption of this move. It is auite a safe mode of attack, and 
^ used perhaps more frequently than any other. Black has in 
^ly a choice of several moves, and first we will consider his 
i^er of 3. Kt to Q B 3rd, known as the " Two Knights' Defence." 
^ characteristic of this opening is that Black brings out his 
^oKoights on his second and third moves. It is a perfectly 
pound defence, for if White seek to gain an advantage in the open- 
^ from an immediate attack he can only win a Pawn, and must 
afterwards submit to such an inferiority of position that mtk 
^Bfficolty will he be enabled to make a draw. 
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White. Black. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. Kt to K B 3rd 

In answer to this, White has several modes of play — Kt to 
K Kt 5th, which is the most attacking (see Variation A) ; P to Q 
3rd, Kt to Q B 3rd, Castles, and P to Q 4th. In the first place:— 

4. P to Q 3rd 4. B to Q B 4th 

5. Castles 5. P to Q 3rd 

And we have the Ginoco Piano. 

In the second place : — 

4. Kt to Q B 3rd 4. B to Q Kt 5th 

5. Castles 5. Castles 

6. Kt to Q 5th 

There is little difference. 

In the third place : — 

4. Castles 4. B to Q B 4th 

5. P to Q 3rd 5. P to Q 3rd 

Even game. 

And in the fourth place : — 

4. P to Q 4th 4. P takes P 

And we get the same position as in the first analysis in 
Variation B of the Scotch Gambit, which we have seen leaAa to an 
even game. 

Vabiation a 

White. Black. 

4. Kt to K Kt 6th 4. Kt takes K P (Var. B) 

5. B takes K B P (eh) (d) 5. K to K 2nd 

6. P to Q 4th 

If Black now play 6. P takes P, White moves 7. Q to K 2nd, 
and wins ; if 6. P to Q 4th, 7. P takes P, and wins a Pawn ; and 
if 6. Kt to Q 3rd, 7. Kt to K 6th, and wins. And if— 

6. P to K R 3rd (a) (h) (c) 

7. Kt takes Kt 7. K takes B 

8. P to Q 5th 8. Kt to K 2nd 

9. Q to K B 5th (ch), and wins a Pawn. 

(a) 

6. Q Kt takes P 
r. P to QB 3rd 1.1L\.\i^qB3rd 

& B to Q 5th, and mas. 
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(h) 



7. P takes P 

8. Q to K 2nd, and wins. 



6. Kt to K B 3rd 

7. Kt takes P 



(c) 



7. B to Q 6th 

8. Kt to K B 7th 

9. B to K Kt 5th, and wins. 



6. P to Q 3rd 

7. Kt to K B 3rd 

8. Q to Q 2nd 



On yonr 6th move you now take the Pawn with Knight instead 
of with Bishop : — 



5. Kt takes K B P 

6. QtoK2nd 

7. P to K Kt 3rd 

8. P takes Q 

9. Kt takes E 

10. K to K 2nd 

11. Kt to K B 7th 

12. P to K B 3rd 



6. Q to K E 6th 

6. Kt to Q 6th (e) 

7. Kt takes Q 

8. Kt to Q 6th 

9. Kt takes Q B P (ch) 

10. Kt takes E 

11. Kt to Q B 7th 

12. Kt to K B 3rd 



13. Kt takes K P, with the advantage. 



7. P to K Kt 3rd 

8. Q takes B 

9. P takes Q 

10. Kt takes E 

11. Kt to Q E 3rd 

12. Kt to K B 7th 

13. Kt to Q 6th (ch) 

14. Kt takes B 
16. KtoBsq 

16. P to Q B 3rd 

17. K to Kt 2nd, with 



(e) 

6. B to Q B 4th 

7. B takes P (ch) 

8. Kt takes Q 

9. Kt takes E 

10. Kt to Q 6th 

11. PtoQB3rd 

12. P to Q 4th 

13. K to Q 2nd 

14. E takes Kt 
16. P takes B 

16. Kt to KB 4th 
a much better game. 



Whitb. 

1. P to K 4th 

2. Kt to K B 3rd 
8. B to Q B 4th 
4. KttoKKt 5th 
6. F takes F 



YAB.IATION B. 



Black. 



1. P to K 4th 

2. Kt to Q B 3rd 

3. RttoTLB^T^ 

4. PtoQ,4t\i 

6. K.ttoQ,^4t\i 
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For the results of Black's playing 5. Kt takes P, see Illtistrativa 
G^meXI. 

6. B to Q Kt 6th (ch) (Var. C) 6. P to Q B 3rd 

7. P takes P 7. P takes P 

8. Q to £ B 3rd (a) (h) 8. Q to Q Kt 3rd 

9. B to Q B 4th 

If yon now play B to K 2nd, Blade still retains the advantage^ 

e. g. : — 

9. B to K 2nd 9. B to K 2nd 

10. PtoQ 3rd 10. B to K Kt 6th 

11. Q toK Kt 3rd 11. B takes B 

12. K takes B 12. KttoKB4th 

13. Q to K Kt 4th 13. P to K Kt 3rd 

And Blaok has a strong attack. 



10. Q to K Kt 3rd 

11. Kt to K B 3rd 

11. Kt to K B 3rd 

12. P to KB 3rd 

13. Q takes B 

14. Q takes K Kt P 
16. Q takes B (ch) 



12. Castles 

13. Kt to Q B 3rd 

14. Q to K 3rd 
16. Kt takes K P 
16. K to B sq 



If- 



9. B to K Kt 6th 
10. PtoKR3rd 



11. B to Q 3rd 

12. Kt to K 6th 

13. Kt takes K B P 

14. Kt takes B 

16. K to Q 2nd, and 

wins. 

11. BtoQ3rd 

12. Caatles (Q B) 

13. P to K 6th 

14. QtoQB2nd 
16. B takes P (ch) 
16. K B to K sq 



And Black wins. 



(a) 



8. B to K 2nd 

9. Kt to K B 3rd 

10. Kt to K 6th 

11. Kt to K Kt 4th 

12. B takes B 

13. B to K B 3rd 

14. K to B sq 



8. P to KB 3rd 

9. P to K 6th 

10. Q to Q 6th 

11. B takes Kt 

12. P to K 6th 

13. P takes P (ch) 

14. Castles 



And Black has the advantage. 



(&) 



8. B to Q_B 4th 

9. XfctoKBSrd 



8. P to K B 3rd 
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10. Q to K 2nd 10. B to K 3rd 

11. Kt to E: Kt sq 11. B to Q B 4th 

12. P to QB 3rd 12. B to Q B 6th 

13. Q to Q sq 13. Q to Q Kt 3rd 

Black having a fine game. 

Vamation C. 
Whitb. Black. 

1. P to K 4th 1. P to Z 4th 

2. £t to £ B 3rd 2. Kt to Q B Srd 

3. B to Q B 4th 3. Kt to K B 3rd 

4. Kt to K Kt 5th 4. P to Q 4th 

5. P takes P 5. Kt to Q E 4th 

6. PtoQ3rd 6,PtoKB3rd 

7. Kt to K B 3rd 7, P to K 5th 

8. Q to K 2nd 8. Kt takes B 

9. P takes Kt 9. B to Q B 4th 

10. P to K E 3rd 10. Castles 

11. Kt to K E 2nd 11. Kt to K E 2nd (a) 

12. Kt to Q B 3rd 12. P to K B 4th 

13. B to K Srd 13. B to Q Kt 5th 

Black has a good game. 

(a) 

11. P to Q Kt 4th 

12. P takes P (b) (c) 12. Kt takes Q P 

13. Caatles 13. Q to K 2nd 

And Black afterwards plays P to K B 4th, and has an excellent 
ame. 

(&) 

12. Kt to Q B 3rd 12. P takes P 

13. Q takes B P 13. Q to Q 3rd 

Black has the advantage. 

(c) 

12. P to Q Kt 3rd 12. P takes P 

13. P takes P 13. B to Q R 3rd 

14. Kt to Q B 3rd 14. P to Q B 3rd 

And once more Black has the better game. 

Game XL 

Between Yon H. der Laza and Mr. M. 

White (H. d. L.) Black (Mr. M.) 

1. P to K 4th 1. P to K 4t\i 

2.KttoKBard 2. Kt to Q B ^x^l 
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». B to QB 4th 3. Kt to K B 3rd 

4. Kt to K Kt 5th 4. F to Q 4th 

5. r UkoH P 5. Kt takes P 

6. Kt takoB EBP 6. K takes Et 

7. Q to K B 3rd (ch) 7. E to E 3rd 

8. Kt to Q B 3rd 8. Q Et to E 2nd 

9. P to Q 4th 9. P to Q Kt 4th 

P to Q B 8rd If generally played. 

10. Kt t4UcM P 10. P to Q B 8rd 

11. Kt to Q B 3rd 11. Q to Q Et 3rd 

To prtrent B to K Kt fith, by threatening Q takea Kt P, &e. 

12. P taken E P 12. B to Q Et 2nd 

13. Kt to K 4th 

Comnmcing a strong attack. 

13. Q to Et 5th (ch) 

14. B to Q B 2nd 14. Q takes B 

After thii more Black's game is completely lost, but in any case he would 
haro had a rery bad position. Suppose— 

14. Q takee Kt P 
1ft. Kt to Q B 6th (oh) 16. K takee P 

10. Kt to Q 8rd (oh), winning the Queen. 

15. Q to K Kt 4th (oh) 15. K takes P 

If K to B find or Kt to K B 4th, Kt to K Kt 6th (ch) wins the Queen. 

16. P to K B 4th (ch) 16. K to Q 5th 
Capturing the Knight on the more is equally bad, «. ^. .• — 

10. K takes Kt 

17. Castlea 17. Kt to K B 4th (a) (e) 

18. Q to K B ard (ch) 18. K to Q 6th 
Itt. B to K 3rd. Mate. 



(«) 



17. Kt to Q Kt 8id 



18. KRtoKs(i(oh) 18. K to Q 4tii (6) 



19. B to Q Kt 4th (dis. eh) 19. Q to Q Oth 

80. Q to K Otb 
fll. K takes Q. 



80. Q to K 6th (oh) 90. K to Q 6th 



(») 

18. K to Q 6fh 

19. B to K ard (doub. eh) 19. K to K 6th 

90. B to K B Snd (dis. ch) 9a Q to K 7tk 

91. K takee Q. Male. 

(0 

17. Kt to K Otk 

laXRIoKaq li^KtoQ4tk 
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Ifi. B tikn £ft (dK. ck) 1^ Q to Q 5^ 

ff'KuKSAfAmmtpo9iAmmiiVmruaiim(h)4MHjm^. 
9QLB«iikBiQ 

90. B «o Q B M (^0 (<) 
SL BtoQEie&(aift.ck) Sl.K«oB5l^ 



S&.QteQB4l^ 



(^ 



«k KtoQM 
SL Q to S: 6& (ck) SI. K to B ^Bd 

tt. B to K Sth (cb) 22. K to Kt «M 

». QtoQi:t3ra(dL) «.KtoR»i4 

Si.Btoi:4dL d4wAnTttOT« 

S&.BtoQB4<^ lUto. 

W 

90. Kto B5^ 

SLQtoKSiid(dL) 21. KtoEtft^ 

9S.PtoQKt8ird ».PtoQB4lli 

n. QtoQB44k(eh) 2S.KtoR4lh 

24. Q takM P (di) 24.KtoKdra 
2& QtoQB4tli(eli) 25,KtoK4lh 
26.QtoQB4ih. Mate. 

17. P to Q B 3rd (ch) 17. Kt takes B P 

Tfaii WM eompulaoiy, or mate foUowt in ftrt mov«t, m uiid«ri 

17. K tak«t Cl 

18. Q to K eth (ch) 18. K to Q 6th 

19. Q to K 2nd (ch) 19. K to Q B 7th 

20. Q takes Q 20. Any more 

21. B to Q B sq (ch) 21. K tak«t Kt P 

25. Q to Q Kt 8rd. Mate. 

18. B takes Kt (ch) 18. E takes Kt 

19. P to B 6th (dis. ch) 19. K to Q 4th 

20. Castles (ch) 20. K to B 4th 

21. P to Q Kt 4th (ch) 21. K to Kt 4th 

If Q take P, Q ti^ei Q, mate. 

22. P to Q B 4th (ch) 22. K takes P 

23. Q takes Q 23. Kt to Q 4th 

24. K to Q Kt 2iid 24. Kt takes B 

25. E to Q E sq (ch) 25. Kt to Q E 7th 

26. E takes Kt. Mate. 



Gob Xn. 



dL Cmqmh ^ B )» ^ B 4ik 



<L PqoK^^ 



CSsK 



K«rK«K>- 



T. P 







7. P ttksB Ct r P »k»s B 



8. StsoKsQ^cb) S. BKK3Kd 
». Ks lio K Kfi 3d^ :^. Q akiiis B P 

10. Ks !a^» B I'\ P akss B 

IL Qi»KBSckidi^ ILKx>g:2tti 



Xodk pndKs&i* «i P la K Ki Sbi. at Bl «ai6aai Bbvk la \ra^( !■ <!■■&*• 



IdLBiiorBsq 13l£^» OB ^ 

14. Q takes B P 14. Tt «> Jl 4^ 

Id. Q K> K ^Bid 



15. P i!0 K B 4^ 

16. £c lio Q 2iid !<>. P cv> B ot^ 

17. ProTB^di 17. Tit BO QB 3fcd 
IS. Kfi m K4di IS. Q ;iO KB -Ml 

19. Cfi CO Cfi ock 1^. B t» K B Srd 



lbpri^«iQtal»KPW» 



2D. QiioK4th d>. QtioQKt4di 



Bhck 00 t»k? Q Kk P vikh Qaeen. m wrueii caw Wlui% 





13$ 



2L IlBI v^Htii 



SQ;iABSkF^dh»s<niiiiitt^ipml^lLlLi»«^Xk 









ffiLPtifceBP d^PloEBMi 







90. QBtoQBaq 



SO. BioQ^bEid 
SL KBtoQB2iid 



31. Q k> Q Kt CtUi 
82.BtoQB5th 3^ QBtoKBdnd 

IfPloQEta)Ed,QloQB8lk»ttAto. 

83. KttoK5ih 

Ibedeaarremofe; Blaek Em now no oKaho*. 

33. Kt takea Q P 
84.BtoQB3rd S^QtoOKtTth 

35. £t takes K E 35. Kt to K 7th (oh) 

Hoping far a misealouUtion on the part of White, but Uerr KoUaoh ii too 
•onnd a player to lose in this position. If-~ 

86. B takes Kt 
Se. B takes B P (ch) 86. B takea B 

87. B takes B (ch) 87. K to Q sq 

IfK toKtsq^Q takes Kt P, mole. 

88. B takes Q Kt P (dis. ch) 88. KtoBv\ 
IfKioKsg, QtoKKt W (cA) oikJ Q to iC B Tt^nittU. 
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89. B to Q B 7th (ch) 80. KtoQaq 

4a Q to Q B 8th. Matt. 

36. Q takes Kt 
BeuitifuUj played, fivcing the game in an ezoeedmglj piet^ stjle. 

36. Q takes Q 

Suppoea 

86. QtakesKB 

87. B takes Q 87. B takes Kt 

88. B takes P (ch) 88. K to Q sq (a) 

89. Q takes P 89. B to Q 8th (eh) 

40. K to B 2nd 40. B to Q 7th (ch) 

41. K to K Sid 41. B to Q 6th (ch) 
4a. K takes B 42. P takes Kt P 
43. Q to K 7th. Mate. 

W 

88. BtakesB 

89. Q takes P (ch) 89. KtoQ8q(&) 

40. Q to Q 6th (ch) 4a K to K sq 

41. Q takes B 41. K to B sq 

42. B to Q Kt 4th (ch) 48. K to Kt sq 
43.QtoK7th 43. KtoB2nd 
44.BtoQB3id 44.KtoB3id 
46. Q to K Kt 6th (ch) 46. K to B 2nd 



46. QtakssP. Mate. 



W 



89. B to Q 2nd 

40. Q to K 8ih (ch) 4a B to Q sq 

41. Q takes B. Mate. 

Or White might play thus i-^ 

38. Q takes P 38. P to Q Kt 3zd (c) 

39. Q to K 8ih (ch) 39. B to Q sq 

If KtoKt 2ndy Q takes R, Q takes B P {ch),aitd Qto QB Sthy maU. 

40. Q to Q B 6th 40. B to Q 8th (oh) 

41. K to B 2nd 41. K to Q sq 

J/RtoQ 2nd, Q to Q R Stky mate. 

42. Q takes B P (ch) 42. K to K sq 

43. B to K 3rd (ch) 43. K to B sq 

44. Q to K 7th (ch) 44. K to Kt sq 
46. Q to K 8th (ch) 46. K to B Sbiid 

46. Qto K B 6th (ch) 46. K to Kt sq 

47. B to K 8th. Mate. 

{c) 

38. KtoQsq 

39. B to K 3rd 39. B to Q 8tii (di) 

40. K to B 2nd 40. B to Q 7th (ch) 

41. K to B 3rd 41. B to KB 7th (eh) 

42. K takes B 42. Any more 
^. Q to K 8th. Mate. 
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37. B takes Q B P (ch) 37. K to Q sq 

3& B toQB 8th (doub. ch) 38. K takesEt 

If-- 

88. E to E 2nd 
99L BtoQEt4Ui(oh) 89. EtakesEt 

4a QIttoB7th. Mftte. 

39. Q B to B 7th (ch) 39. K to Q Srd 

40. £ B to Q 8th (ch) 40. B to Q 2nd 

41. £ B takes B. Mate. 



Hungarian Gambit. 



This defence was first mentioned by Cozio, but it was not known 
have been adopted in actual nlay until a celebrated match 
tween Pesth and Paris, when tne Hungarians played it, with 
e intention, no doubt, of throwing their opponents entirely upon 
eir own resources. It is considered to be a safe move, although 
eonping to the second player's game. 

WmTB. Black. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B Srd 2. Kt to Q B Srd 

3. B to Q B 4th 3. B to K 2nd 

4. P to Q 4th 4. P to Q Srd (Var. A) 
6. P to Q B Srd (Var. B) 6. Kt to K B Srd 

If— 

6. P to K B 4th 

6. Q to Q Kt Srd 6. Kt to QB 4th 

7. Q to B 4th (ch) 7. P to Q B Srd 

8. B takes Kt 8. B takes B 

9. P takes K P, with the advantage. 

6. Q to B 2nd 6. Castles 

7. B to K 2nd 7. B to K Kt 5th 

8. B to K Srd, with a good game. 

Yabiation a. 
WmTB. Black. 

4. P takes P 

5. Castles 5. Kt to K B Srd 

6. B to K sq 6. Castles 

7. P to K 6th 7. Kt to K sq 

8. Kt takes P 8. P to Q 4th 

9. Kt takes Kt 9. P takes Kl;. 
10. B to Q Srd, with a atrong game. 
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Yasiahoh B. 
WmTB. Black. 

1. FtoK4th 1. PtoK4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. B to K 2nd 

4. P to Q 4th 4. P to Q 3rd 

5. P to Q 5th 5. Kt to Kt sq 

6. Bto Q 3rd 6. B to K Kt 5th (a) 

7. Castles 7. Kt to K B 3rd 

8. P to Q B 4th 8. P to Q B 3rd 

9. Kt to Q B 3rd 9. Kt to Q B 3rd 

White has little, if any, adTantage. 

(a) 

6. Kt to Q 2nd 

7. P to Q B 4th 7. Kt to Q B 4th 

8. B to Q B 2nd 8. P to Q B 4th 

9. Kt to Q B 3rd 9. P to Q B 3rd 
10. B to K 3rd 

And White has a fii'ee, well-opened game. 



Giuoco Piano. 



In this opening Black replies to your move of 3. B to Q B 4th 
with the same, leading to most instructive positions, the result, 
with good play on each side, being a drawn game. No great 
attack is obtamed, but the pieces on each side are gradually de- 
veloped ; for this reason the opening has always been a &vourite 
one, and many fine games showing its various features have be^ 
preserved. 

Whitb. Black* 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. B to Q B 4th 

4. P to Q B 3rd 

You may likewise play Castles and P to Q 3rd (see Yariations 
A and B). 

If— 

4. Kt to Q B 3rd 4. Kt to K B 3rd 

6. P to Q 3rd 6. P to Q 3rd 

6. Castles 6. Castles 
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5. P to Q 4th (a) 

6. PtoK6th(&) 

7. B to Q Kb 5th 

8. B takes Kt (ch) 

9. P takes P 

10. Castles 

11. B to K 3rd 



5. Castles 

6. B to Q 5th 

7. B takes Kt 



4. Kt to K B 3rd 

5. P takes P 

6. P to Q 4th 

7. Kt to K 5th 

8. PtakesB 

9. BtoQKt3rd 

10. B to K Kt 5th 

11. Castles 



Even game. 
{a) 



5. Kt takes K P 

6. Kt to K B 3rd 

7. Kt P takes B 



8. Kt t^es K P, with an even game. 



6. P takes P 

7. Kt to Q B 3rd 



(h) 



6. B to Q Kt 3rd 



Even game. 



Yabiatioh a. 



Whitb. 

1. P to K 4th 

2. Kt to K B 3rd 

3. B to Q B 4th. 

4. Castles 

5. B to K sq (a) 

6. P to Q B 3rd 

7. P to Q 4th 



BlACK. 



1. P to K 4th 

2. Kt to Q B 3rd 

3. B to Q B 4th 

4. Kt to K B 3rd 

5. Castles 

6. P to Q 3rd 

7. B to Q Kt 3rd 



Syen game. 
{a) 



5. PtoQ4th 5. PtakesP 

For answer to Black's playing 5. B takes P, see Illastratiye 
GameXIIL 



6. P to K 5th 

7. P takes Kt 

8. E to K sq (ch) 

9. P takes P (ch) 

10. Kt to K 5th 

11. B takes Kt 

12. B to K 4th 

13. Kt to Q B 3rd 

14. B to K Kt 4th (ch) 

15. BtoKB6th(ch) 

16. 'SLtoKdOi 

And Black 



6. P to Q 4th 

7. P takes B 

8. K to B sq 

9. K takes P 

10. Kt takes Kt 

11. B to K 2nd 

12. P to Q B 4th 

13. B to K 3rd 

14. KtoB8c^(b\ 

15. KtoKaa 

16. QtoQ,4^ 

should win* 
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ih) 

14. B takes B 

15. Q takes 6 (ch) 15. K to B sq 

16. B to K B eth (oh) 16. K to K sq 

17. B to K sq, with a fine game. 

Vabiation B. 

White. Biack. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. B to Q B 4th 

4. P to Q 3rd 

Your present move, though not immediately attacking, is quite 
safe. 

4. Kt to K B 3rd {a) 

5. Kt to Q B 3rd 5. Castles 

6. Kt to K 2nd 

Mr. Lowenthal says this mancBuyre was first introduced by Mr. 
Stanley. It was played by Mr. Daniels against Mr. George 
Walker, in two games published in "Chess Studies/' by ]£*• 
Walker. 

6. P to Q 4th 

7. P takes P 7. Kt takes P 

8. Kt to K Kt 3rd 8. P to K B 3rd 

Even game. 

(a) 

4. P to Q 3rd 

5. P to Q B 3rd 6. Q to K B 3rd (h) 

6. B to K Kt 5th 6. Q to K Kt 3rd 

7. Castles 7. B to K Kt 5th 

8. Q Kt to Q 2nd 8. Kt to K B 3rd 

There is little difference in the positions. 

(h) 

5. B to K Kt 5th 

6. Q to Q Kt 3rd 6. B takes Kt 

7. B takes K B P (ch) 7. K to B sq 

8. B takes Kt 8. B takes B 

9. P takes B 9. Q to K B 6th 

10. Q to Q B 2nd 10. Q to K B 6th 

11. Q to K 2nd 11. Q to K Kt 7th 

12. B to K B sq 12. Q takes B P 

13. BtoK 3rd 

White has a b^^^ ^n«3i\j&<^<^. 
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Game XIII. 

Between Herren Max Lange and Heineman. 

Whitb (HeiT L.) Black (Herr H.) 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. B to QB 4th 

4. Castles 4. Kt to Jt B 3rd 
6. P to Q 4th 

B to E sq is the luaal more. 

5. £ B takes P 
Not 80 good as P takes P. 

6. Et takes B 6. Kt takes Kt 

7. P to K B 4th 7. Kt to K 3rd 

Suppose— 

7. Pto Q3rd 

8. P takes P 8. P takes P 

9. BtoKKtSth 9. PtoK&3id 

10. B takes Kt 10. P takes B 

11. Q to K B 6th 11. Q to £ 2nd 

12. £t to Q B 3rd, and White has a good attack. 

8. P takes P 8. Kt to Kt sq 

If— 

8. Kt takes K P 
9. Q to K B 3rd 9. Kt to £ Kt 4th 

10. Q B takes Kt 10. Kt takes B 

11. B takes K B P (ch), with a splendid attack. 

9. E takes K B P 

ilnely played ; apparently daring, but quite sound. 

9. K takes E 

'f Black had not taken the Book White had a fine game. Suppose the former 
y P to K Kt 3rd, for the purpose of preventing its being taken after B takes 
, White answers with 10. B takes Kt ; if Black then reply with P takes B, 
o B 8th (ch) wins the Queen ; if with Kt to K 2nd, B to JBl Kt6th aeain wins 
Queen; and if withP to Q3rd or 4th, B takes B, followed by Q to K B 3rd, 
IS. And suppose — 

9. P to Q 4th 

10. P takes P 10. K takes B 

11. P takes Kt (ch) 11. K to K 2nd 

12. B to K Kt 6th (ch) 12. Kt to KB ^t^ 
18. P takes Kt (ch; 13. P takes ^ 

J4^ Q iakea Q (cb) 14.EtakeftQi 
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1ft. B to K Sid, IwTisg won the exchange. Black, in this pootka, 
can apparrntlj cramp White*! game bj B to Q 8th (oh), confining Q B and Kt, 
but thej can caailjr be rcleaaed or B to E 8nd, driyinff the Book off the Qneeo'i 
flle, ■uooeedcd by B to Q 4th, P to Q Et 8rd, and Kt to Q B 8rd, with the 
advantage. And laiUj, wippoi*— \ 

9. P to Q 8rd 
la B takes Et 10. B takes B 

11. Btakee EEt P 11. B to E B and (a) 

18. P UkM P 12. P takes P 

IS. Et to Q B Srd, and wins by his extra Pawns. 

W 

11. P takes E P 
IS. Q takes Q (ch) 12.' B takes Q 

18. Et to Q B 8rd, and will win either E P or Q B P, with the ad- 
tantaga. 



10. B takes Kt (oh) 10. K takes B 

Black has fire other modes of plaj, vis., P takes B, E to Et 8rd, E to B iq, 
E to E Sind. and E to E sq. The first two lose at onoe, for if P take B, 
Q Ukes Q and wins; and if E to Et Srd, then Q to Et 4th (ch) and Q takesQ 
is Baate. There are theiefoie on^ three mores to be considered, as follows— 



In the first plaoe : — 

10. E to B sq 

11. Q to E B 8rd (eh) 11. Et to E B Sid 

12. B to Q Et 3id, and 18. P takes Et, being the exohuige ahead. 

Seoondly: — 

10. E to E 2nd 

11. B to Et 6th (ch) . 11. EttoEBSrd 

IfK take Bt Q to Q 5th, mat€;md\fK move elsewhere, B takes Q,andvku 
easUjf. 

12. B to Q Et Srd 12. P to E B Srd 
18. P takes Et (ch) 18. P takes P 
14. B to E B 4Ui, haring again won the exchange. 

And thirdly: — 

10. E to E sq 

11. B takes Et 11. B takes B 

j[f Black do mot take. White retreats B to Q Kt Srd, wkmmff, IfU 
11. PioQ, 4<A, WhUte answers with Q takes P, with awongatne. 

12. QtoEB6th(ch) 12. E to B sq (6) 
18. Q to E B 6th (ch) 13. E to E sq 
14. B to E Et 6th 14. P to Q 4th 
16. P to E 6th 16. B to E B sq 

y B take P,Q takes £(ch),atulwims. 

16. Q takes B (oh) \<^ ^Xakmq 

17. B takes Q, and wina. 
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IS. P k) K K« M 

l&QtekflsBP 18,RtoKBaq 

JlfKtoBtqyBtoKJiM (ek) wmt ai onoe. 

14w Q Ukes Et P (ch) 14. B to B 2nd 

16. B to K Kt 6th, winaing the Qumd. 

11. Q to Q 5th (ch) 11. K to K 2nd 

12. B to K Kt 5th (ch) 12. Kt to E B Srd 

13. Et to Q B ard 13. B to K B sq 

18. P to K B 8rd 
14. P takes Et (di) 14. P takes P 

16. B takee P (ch) 16. E Uket B 

16. B to E B sq (oh) 16. E to E Ssd (o) 

17. Q to E B 7th (oh) 17. E to Q 8rd 
1& P to E 6th (ch) 1& E to Q B 4th 

IfKiakeFf Q to Q 5<A, mate. 

19. Q to Q 6th (oh) 19. E morea 

SO. QtoQEt6th. Mate. 

(«) 

10. E to Et 8rd 

IfKtoKt Slid, Q to B 7(A, mate. 

17. Q to E B 7th (oh) 17. E to Et 4th 

18. B to E B 6th (ch) 18. E to Et 6th 

19. Q to E B 6th. Mate. 

14. B to K B sq 14. P to Q 8rd 

15. P takes Et (ch) 15. P takes P 

16. B takes P 16. B takes B 

17. P to K 5th 17. B to K 3rd 

If- • 

17. P takes P 

la B takee B (ch) 18. E takes B 

19. Q takes Q, and wins. 

18. B takes B (ch) 18. E to B 2nd 

19. Q to E B 3rd 19. Q to E Et sq 

Placing the Queen on a whito square, to aroid an attack by the Bishop, dit* 
▼eiingchedc. 

20. Et to E 4th 20. P takes P 

The attack is too stroooig; Black has no good more left. 

21. B to Q 8th (dis. ch) 21. EtoEt^rd 

IfKtoKeq, KtioBdth (oh) wini the Queen* 

K 
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22. Q to K B 6th (ch) 22. K to R 4th 

23. Q to R 4th (ch) 23. K to Kt 3rd 

24. Q to Kt 5th (ch) 24. K to B 2nd 
26. Q to B 6th (ch) 26. K to K aq 
26. Q to K 7th. Mate. 



Game XIV. 

Between Mr. Janssens, of London, and Mr. H. Jones, of Bristol 

White (Mr. J.) Black (Mr. H. J.) 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. B to QB 4th 

4. Castles 4. Kt to K B 3rd 
6. P to Q B 3rd 6. P to Q 3rd 

6. P to Q 4th 6. P takes P 

7. P takes P 7. B to Q Kt 3rd 

8. P to Q 6th 

A premature attack; B to K Kt 6th is preferable. 

8. Q Kt to K 2nd 

9. Kt to Q B 3rd 9. Q Kt to K Kt 3rd 

10. P to K R 3rd 10. Castles 

11. Q to Q B 2nd 11. K Kt to R 4th 

Intending to plaj P to K B 4tli. 

12. B to K Kt 6th 

A bad move now, giving Black a strong attack. 

12. P to K B 3rd 

13. B to Q 2nd 13. Q Kt to K 4th 

Commencing the disruption of White's game. 

14. B to K 2nd 

If £t take Kt, B P retakes, threatening Kt to K Kt 6th and B takea 
K B F (ch), &c. 

14. K Kt to Kt 6th 
16. K R to K sq 16. Kt takes B (ch) 

16. Q Kt takes Kt 16. Kt takes K Kt (ch) 

17. P takes Kt 17. B takes K R P 

18. Kt to K B 4th 18. B to Q 2nd 

19. K to Kt 2nd 

Intending to bring his Book to the weak point, behind the King. 

19. P to K B 4th 
20. Kt to K 6th ^Q. q.to K B 3rd 
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If— 

20. B takes Kt 

21. P takes B 21. P takes K P 

22. B takes P 22. Q to K 2nd 

23. Q B to £ B sq, and, although a Pawn short, White has a fine offen- 
6 position. 

21. Kt takes B 21. B takes Xt 

22. PtoQB4th 

STot much purpose in this move; B to K B sq would have been much better. 

22. Q to K Kt 3rd (eh) 

23. K to B sq 23. P takes P 

24. B to K 3rd 

If P take P, B takes K B P, mate; if B take P, B takes P, and White 
nnot save the game ; and if — 

24. Q takes P 24. B to K B 6th (ch) 
26. K to £ 2nd 25. B to K sq, and wins. 

24. B to K B 4th 

25. P to K B 4th 26. Q to K B 4th 

Preventing Sing getting away. 

26. S: B to Q B sq 

If— 

26. B takes B 26. B to B 6th (ch) 

27. K to £t sq 27. Q to Kt 6th (ch) 

28. K to B sq 28. Q to £t 7th. Mate. 



27. K to K 2nd 



26. Q to B 6th (ch) 



Suppose — 

27. K to K sq 27. Q to B 8th (ch) 

28. K to £ 2ud 

fK to Q 2m<2, B to QB 4Lth (ch), and one of the eucceeding variations ensues, 

28. B to £ £t 6th (ch) 

29. £ to Q 2nd (a) 29. B to Q B 4th (ch) 

80. Q to Q B 3rd 30. £ takes Q (ch) 

81. P takes B 31. Q to £ B 6th, and wins. 

(a) 

29. P to £ B 3rd 29. Q takes P (ch) 

30. £ to £ sq 

IfK to Q 2nd, Q takes B, mate. 

30. Q takes B (ch) 

81. K to B sq 31. B to £ B 6th (ch) 

82. Q to £ iLt 2nd 32. Q to £ B 7th. Mate. 

27. B to K Kt 6th (ch) 

28. K to Q 2nd 28. B to Q B 4th (c^ 

29. Q to Q B 3rd 29. B takeB Q, (,c\i^ 

And Black wins. 



» 



164 THE BOOK OF CHBS8. 

EvAKS Gambit. 

This magnificent sanation of ihe attack in the Ginoeo Pino 
bears the name of its inTentor, Captain Evans, ILN. From tiiB 
days of M'Donnell snd De la Bonrdonnais it has been an eqweal 
fkroorite with players of all degrees of skill« and, althoi^ it 
seems to be admitted that against the best moves on the part of 
the second player it mi2St fiul« yet the resources of the MaA tn 
so immense, and the defSsnce so proportionately difficult and irk- 
some, that over the board it maype ventured npon with titf 
Etest probability of success. White, by the sacrifioe of Iob 
t P on the fourth move, is able immeoiately to establiBli las 
OS in the centre, and has such a free opening for his Qpem, 
Queen's Bishop, and Queen's Knight, that their combined attedciB 
in most cases not to be parried, and the situations resulting sre of 
a singularly intricate and beautdful nature. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. Zt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. B to Q B 4th 

4. P to Q Kt4th 4. B takes Kt P 

If he take with Q Kt, you still play 5. P to Q B 3rd, and on laa 
playing Kt to Q B 3rd you get the same position as when he takes 
witn Bishop and afl;erwards retreats it to Q B 4th. 

6. P to Q B 3rd 6. B to Q E 4thL 

Black may here move B to Q B 4th (see Variation B), B to Q 
Srd, B to K 2nd, or B to K B sq. If the last mentioned you can 
play 6. P to Q 4th, or 6. Q to Q Kt 3rd, in each case with a splendid 
attack. And if— 

6. B to Q 3rd (a) 

6. Castles 6. Kt to K B 3rd 

7. P to Q 4th 7. Kt takes K P 

8. P takes P 8. Kt takes P 

If 8. B takes P, you exchange Kt for B, and play 10. Q to Q 5i;hf 
winning a piece. 

9. E to K sq 9. P to K B 4th 

10. Kt takes Kt 10. B takes Kt 

11. E takes Kt 11. P takes B 

12. Q to K E 6th (ch) 

And White wins easily. 

(a) 

6. B to K 2nd 
a. QtoQKtSxd ^.K\.toKE3rd 
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7. PtoQ4di 7. KttoQRith 

aQtoQB4ih 8. Kt takes B 

9. QtiikesKt 9. Kt to K Kt 5th 

10. PtoKBard 10. KttoKBSrd 

11. P tikes P, with a great advantage. 

6. Oaailes (Yar. A) 6. Kt to K B 3rd (beat) 

7. P to Q 4th (h) 7. Castles 

& P takes P 8. K Kt takes P 

9. QtoQB2nd 9. PtoQ4th 

10. B to Q B 8rd 10. B to K sq 

^ 11. B to Q sq 11. B to K Srd 

12. B takes P 12. B takes B 

13. P to Q B 4th 13. Kt to K Kt 4th 

Black has the advantage. 

(h) 

7. Kt to K Kt 5th 7. Castles 

8. P to K B 4th 8. P to Q 4th 

9. P takes Q P 9. Kt takes P 

10. Bto Q B3rd 10. Kt takes K B P 

11. B takes Kt 11. Q takes Kt 

12. B to B sq 12. B to Q Kt 3rd (oh) 

13. K to B sq 13. Kt to Q B4th 

14. B takes B 14. Kt takes B 

15. B to Q B 3rd 15. B to K 3rd 

Black has the better game. 

Vabiation a. 

Whitb. Black. 

6. P to Q 4th 

This is better than Castles, as it prevents Black playing 6. Kt to 
RB3rd. ^ ^ ^ ^ 

6.- P takes P 

7. Castles 7. P to Q 3rd 

If Black take the Q B P with P, White answers with 8. Q to 
^ Kt 3rd, with a splendid attack ; and if — 

7. B takes Q B P 

8. Kt takes B 8. P takes Kt 

9. B to Q B 3rd 9. P to Q3rd 

10. Q to Q Kt 3rd 10. Kt to K B 3rd 

11. Q takes P 11. Q to K B 3rd 

12. P to K 5th 12. P takes P 

13. K B to K sq 

And White has a fine game. 
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8. P takes P (a) 8. B to Q Kt 3rd 

And the position is identical with that in Variation B, in which 
Black at his fifth move retreats the B to Q B 4th. 

(a) 

8. Q to Q Kt 3rd 8. Q to E! B 3rd 

9. P takes P 9. B to Q Kt 3rd 

10. P to K 6th 10. P takes P 

11. P takes P 11. Q to K Kt 3rd 

12. Ktto K Kt 5th 12. Kt to Q sq 

13. P to K 6th 

If yon move 13. B to K sq, he replies with 13. B to K 3rd, with 
a safe game. 

13. B takes P 

14. B to K sq 14. Q to B 4th 

15. B to K 2nd 15. Kt to K 2nd 

Black has the advantage. 

Vakiation B. 
WmTB. Black. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B 4th 3. B to Q B 4th 

4. P to Q Kt4th 4. B takes P 

6. P to Q B 3rd 5. B to Q B 4th 

6. P to Q 4th 6. P takes P 

7. Ptakes P 7. B to Q Kt 3rd 

Black would play badly to check with the Bishop now, e. g. .— 

7. B to Q Kt 6th (ch) 

8. K to B sq 8. P to Q 3rd 

9. Q to Q Kt 3rd 9. B to Q B 4th 

To avoid 10. Pto Q 6th, winning a piece by force. 

10. B takes K B P (ch) 10. K to B sq 

11. B takes Kt 11. B takes B 

12. Kt to K Kt 6th 12. Q to K sq 

13. Kt takes E P (ch) 13. K to K 2nd 

14. B to K Kt 6th (ch), with a winning attack. 

8. Castles 8. P to Q 3rd 

He may also play here Kt to K B 3rd, for which see Illustrative 
Game XYIIL, 

9. BtoQ Kt 2nd 
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Y on ma y also play 9. P to Q 6tli (see Illustrative Games XVI. 
and XVn.), or 9. Kt to Q B 3rd (see Variation 0). If you plajr 9. 
P to K B 3rd, he answers with 9. P to K E 3rd, and the relative 
positions are not altered, 

9. K Kt to K 2nd 

10. P to Q 6th 10. Kt to Q E 4th 

11. B to Q 3rd 11. Castles 

And we have the same position as in lUustrative Game XVI. 

Variation C. 
Whitb. Biack. 

9. Kt to Q B 3rd 

This is now considered the strongest mode of carrying the 
attack, and Mr. Morphy adopted it in most of his games. 

9. B to K Kt 6th 

10. Q to Q E 4th 10. B to Q 2nd 

11. Q to Q Kt 3rd 11. Kt to Q E 4th 

12. B takes K B P (ch) 12. K to B sq 

13. Q to Q B 2nd 

The sacrifice of the piece constitutes the " Mortimer Attack," 
perhaps the strongest and most beautiful in this beautifdl gambit. 
It is me invention of an American gentleman named Mortimer. 

13. K takes B 

14. P to K 6th 14*. K to B sq (a) (h) (c) 
16. E to K sq 16. Q to Q B sq 

If— 

16. Kt to K 2nd 

16. B to K Kt 6th 16. Q Kt to Q B 3rd 

17. P to Q 6th 17. Kt takes K P 

18. Kt takes Kt 18. P takes Kt 

19. E takes P 19. B to Q B 4th 

20. Kt to K4th 20. P to K E 3rd 

21. B to K E 4th 21. P to K Kt 4th 

22. Kt takes B 22. P takes B 

23. Q to K 4th, and wins. 

16. P to Q 6th 16. B to K B 4th 

17. Q to Q 2nd 17. Kt to K E 3rd 

18. Q to K B 4th 18. Kt toK Kt 6th 

19. P to K 6th 19. B takes P (ch) 

20. K to E sq 20. B takes E 

21. Q takes B (ch) 21. Kt to K B ^x^ 

22. KitoK4tb,aDdwina. 
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(a) 

14. P to E Et drd 

15. F to E 6th (ch) 15. B takes P 

16. Et to K Et 5th (ch) 16. E to B 3rd 

17. P to Q5th 17. B to E B 4th 

18. Et to E 4th (ch), and wins. 

(h) 

14. Et to E 2nd 

15. P to E 6th (ch) 15. B takes P 

16. Et to E Et 5th (ch) 16. E to B 3rd 

17. R to E sg 17. B to E B 4th 

18. P to E Et 4th 18. B takes P 

19. Q Et to E 4th (ch) 19. E to Et 3rd 

20. Et to E Et 3rd (dis. oh) 20. Et to E B 4th 

21. B to E 6th (ch), and wins. 

(c) 

14. P to E B 3rd 

This is Black's best defence, as is nniversallj admitted. 

15. P to Q 6th 15. B to E Et 5th (df) 

16. P to £ 6th (ch) 16. B takes P (best) 

17. P takes B (ch) 17. E takes P 

18. Q to E Et 6th (ch)* 18. Q to E B 3rd 

19. E to E sq (ch) 19. E to Q 2nd 

20. Q to E Et 4th (ch) 20. E to Q sq 

21. Et to Q 5th 21. Q to E B 2nd 

If— 

21. Q to E B sq 

22. B to E Et 5th (ch) 22. Et to E B Srd 

23. B takes Et (ch) 23. P takes B 

24. R to E 7th 24. P to EB 4th 

25. Q to E Et 6th, and wins. 

22. B to E Et 6th (ch) 22. P takes B 

23. E Et takes P 23. Q to Q 2nd 

24. Et to E 6th (ch) 24. E to B sq 

25. EttoEBSth 25. EttoEB3rd 

And White mates in two moves. 

id) 

15. Et to E B 3rd (best) 
16. P to E 6th (ch) 16. B takes P (e) 

IT. P takes B (ch) 17. E takes P 

18. QtoK Et 6th 1^. C^ViX^^ 
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19.BtoKK]k5th 19.£itoQBard 

aa QBtoKaqCdO 20. Kttof^Ui 

SLKktekesXt 21. PtokesKt 

22. B tekes P (ch) 22.£tokQ8B 
23u B to K sq (ch), aad irins. 

W 

16. K to Kt sq 
17. P tikes B 17. Qti^esP 

1& PtoKBSrd 

And White has a Tory fine position. 

TbB above analysefi are taken firom an artide contributed by 
Lr. Mortimer to Le Palamide Francis, and seem to prove that 
gainst the best play. White, by adoptmg the Mortimer Attack, will 
t>tain the advantage. 

Evans Gambit Declined. 

Whteb. Bulck. 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B drd 

3. B to Q B 4th 3. B to Q B 4th 

4. P to Q Kt 4th 4. B to Q Kt 3rd 

Black may either evade the gambit in this manner, or set up a 
nmter gambit by playing 4. f to Q 4th (see Variation A). 

5. P to Q Kt 5th 5. Kt to Q R 4th 

6. K^ takes K P 6. Q to K B 3rd 

He may also play 6. Kt to K E 3rd, or 6. B to Q 5th (see 
and b). 

7. B takes K B P (ch) 7. K to B sq 

8. P to Q 4th 8. P to Q 3rd 

9. B takes Kt 9. P takes Kt 

10. B to Q 5th 10. B takes Q P 

11. P to K B 4th 11. B takes R 

12. P takes P 12. Q takes P 

13. R to K B sq (ch) 13. K to K sq 

14. B to K B 7th (ch) 14. K to K 2nd 

15. B to Q R 3rd (ch), and wins. 

(a) 

6. KttoKR3rd 

7. P to Q 4th 7. P to Q 3rd 

8. B takes K Kt 8. P takes K.\, 
9.BtakeeZt!P 9. E to K "Kl ttc\. 
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Game XV. 

Between Messrs. Marphy and Tiichtenhein, the fionner ghing 
ihe odds of a Knight. 

BemoYe White's Q Kt. 

Whue (Mr. M.) Biack (Mr. L.) 

1. PtoK4th l.PtoK4th 

2.KttoKB3rd 2.KttoQB3rd 

3.BtoQB4th 3.BtoQB4th 

4. PtoQKt4th 4.B takes P 

5. PtoQBSrd 5.BtoQB4th 

6. Castles 6. B to Q Kt 3rd 

7. P to Q 4th 7. P to Q 3rd 

It » lunalf and eorreet, at tins more to pkj P takes P, and, if White vetoke^ 
hen to more P to Q 3rd; Blai^ hoverer, haTing the adrantage ci a pece^ 
thedefenee. 

8. P takes P 8. P takes P 

9. Q to Q Kt Srd 9. Q to K B 3Td 



9. Kt to Q K 4th 

10. QtoQKt6lh(di) 10. KttoQB3kd(a) 

11. Kt takes K P, with a sticng attack. 

(a) 

10. B to Q 2nd 
11. Q takes K P (di), foUoved hj Q takes K Kt P, with a good game. 

10. B to K Kt 5th 10. Q to K Kt 3rd 

11. B to Q Kt 5th 11. B to K 3rd 
P to K B 3rd at this point is a much hotter more for Bh^k. 

12.QtoQB4th 12.BtoQ2nd 

13. Q B to Q sq 13. P to K B 3rd 

Too late now. 

14. B takes Q B 

saerifiee is, as will sppear fiom the sequel, perfect sound, and leads to 
BTj inteTCSting positions. 

14. K takes B 
If— 

14. P takes B 
16. Kt takes K P 16. Q to K 3rd {b) 

16. Kt takes Kt 16. P takes Kt 

17. B takes P, with a winning game. 

(ft) 

16. KttakeaK.'t 
JA MUkmKKtP(diM. eb), wioning the Qneea. 
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15. B takes Kt (ch) 

16. a to Q aq (ch) 



17. Q tabes B P (eh) 

la EroQ7th (eh) 

10. & tmkm Kc P (dik ch) 



(^ 



19. Q tabes S (flh) 
90. BtoQdth 
31. Q tdkw Q (eh), 

17. Kc takes SI P 
la a to Q 7th (th) 



19. Q tebM B P (eh) 

90. ft to Q 6th (eb) 

3L EtdusQ, tad wiiweMlj. 

19. It to K B 7th (eh) 

20. Q takes B P (eh) 

21. QtoQ7th. Mate. 

19. Q takes Q B P 

A moeC peeuHar podtioB; Blad has an 
thk, ha eaaaot afoid the kMS of the 

20. B to Q tq ((lie. di) 

21. QtoQ7th(eh) 

22. QtoKB7th. Mata. 



W 



21. Q takes Q B (eh) 

22. Q to Q 8th (oh) 

23. Q to Q 7th (ch) 

24. Q to K B 6th. Mate. 

20. B takes Q B P (dis. ch) 

21. Q takes B (ch) 

22. B to Q B 8th 
28. Q takes Q (ch) 

24. P to Q B 4th 

25. PtoQB5th 
i?d P eo Q B eth 



15. PtakesB 
10. KtoK2iui 



18. KtaKatador 

17. KtoKaod 

18. K to K sq (e) 

19. K tD B St 



1& KtaBaq 

19. Q to K aq 

20. QtakasB 



17. Q takes B 
Id. K to K sq 

If— 

la. K to K ard (lO 

19. KtakasKt 

20. KtoBfith 



18. K to B sq 

19. K to K sq 

20. K to Q sq 



19. Q takes Kt 

fmnwmse adTsntagv in ibtee^ hat 
Suppose — 

19. Q to Q B 8th (eh) 

20. K to K 2iid (e) 
2L KtoBsq 



20. K to B sq 

21. KtoK2iid 

22. K to K 3rd 

23. K takes £t 



20. K to B sq 

21. Q to K sq 

22. Q takes B 

23. K to B 2nd 

24. P to K Kt 4th 

25. B to Q B 4th 



And B\aydk. x^^oft. 
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Gams XYL 

Hienpen XoliBch Mid Rmlgwm. 

Whekb (Herr K) Black (Hearr P.) 

l.PtoS:4di 1. PtoK4lh 

2.KttoKBard 2.KltoQBard 

3.BtoQB4di a.BtoQB4Ui 

4.PtoQXt4th 4wB takes P 

&PtoQB3rd &BtoQR4th 

6. Pto Q 401 6. P takes P 

7. Gbstles 7. P to Q Strd 
aPtakesP aBtoQKtStrd 
9. PtoQ5ih 9. KttoQB4th 

Th0 "Km^t k vbomDj plftjsd to K Snd, but this morv k nueb b*ll«r« 

10. B to Q Kt 2iid la Kt to K 2nd 

If— 

la Ct takes B 
11. QtoQB4th(eli) 11. BtoQand(«) 

18. Q takes Kt» witk a good game. 

(«) 

11. P to Q B Srd 
18.Ptake8P 12. Ct to Q B 44h (ft) 

13. P takes P (dis. cb) lS.BtoQand 

14. P takes B, queens, and wins. 

12. P takes P 

13. Q takes P (ch) IS. B to Q 2nd 

14. Q takes Kt, with a fine game. 

11. B to Q 3rd • 

Daze not now allow Black to eapture the Bishop, as when the Q B P is 
teroosed on the eleventh move it is guarded by the Kinflr's Knight, and Black 
3fula huve the better game. If Whit-e were to take the K Kt P he would play 
idly, affording Black a tremendous attack, «, g. : — 

11. B takes K Kt P 11. R to K Kt sq 

12. B to K B 6th 12. Kt takes K B 

13. Q to Q B 4th(ch) 13. Q to Q 2nd 

14. Q takes Kt 14. B takes K Kt P (oh) 
16. K takes B 16. Q to K Kt 6th (oh) 

16. K to B sq 16. Q takes Kt (oh) 

17. K to Kt sq 17. B to K B 6t\i 

And ynnte oannot ayoid the mate. 
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11. Castles 

12. Kt to Q B 3rd 12. Kt to K Kt 3rd 

13. Kt to K 2nd 13. P to Q B 4th 

Not only preparin^f for tlie ffabfe<pent adyanoe of the Q B P,'but also ingiiriiiff 
the tafptj of the Q Et, which might be jeopardised by B to Q B Srd and 
QtoQ2nd. 

14. Q to Q 2nd 14. P to K B 3rd 

To enable him to play Kt to K 4th with safety. 

16. K to R sq 15. B to Q 2nd 

16. Q B to Q B sq 

Ought rather to haye played B to Q B 8rd, as then Black oould not haTO 
oarried out his contemplated attack with the Q B P. 

16. P to Q R 3rd 

17. Kt to K sq 17. B to Q Kt 4th 

18. P to K B 4th 

If B take B, P takes B, threatening Kt to Q B 5th, with a fine game. 

18. P to Q B 5th 
The first more of a brilliant combination. 

19. B to Q Kt sq 19. P to Q B 6th 

20. B takes P 20. Kt to Q B 5th 

21. Q to Q B sq 21. R to Q B sq 

22. B to Q 3rd 22. B to K 6th 

Black now forces a win of the exchange. 

23. Q to B 2nd 23. Kt to Q 7th 

24. R to K Kt sq 

If White exchange Books and Queens, his K R must be won for Black's Bishop 
or Knight. By moving the Kook he tempts Black to take it at once with the 
Bishopi in which case White would retake with Kt, and Black's Knight oooldnot 
escape. 

24. R takes R 

25. Q takes R 25. Q to Q Kt 3rd 

The quickest mode of winning. 

26. B to Q B sq 

If B take B, Black does not retake, but plays Kt takes K P, and White most 
ose his Queen or be mated by Kt to K B 7th. The position is interesting. 

26. B takes R 

27. Kt takes B 27. B takes B 

28. Kt takes B 

Fatal at once, but White's game was gone. He should hare taken Bidipp 
with Queen, and endeayoured to win the Knight, but Black has one mode n 
play by which he can saye it, as follows : — 

28. Q takes B 28. Kt to Q Kt 8th 

29. Q to B 2nd 

^?i tJis olj/ect qfjplaying B to Q Kt ^^ to eKvdbU hxm to oafiUfr^lika Kwlgii. 
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29. Q to Q R 4th 
The only move to aaioe the piece, or to win another if it he taken. 

30. Xt to Q 3rd 30. Et to Q B 6th 

31. B to Q 2nd 31. £ to Q B sq 

32. Et to £ 2nd 32. Q takes Q A P, and saves 

the Et. 

28. Q Kt takes K P 
And White resigns. 

Game XVII. 

Between Messrs. Morphy and Lowenthal. 

White (Mr. M.) Black (Mr. L.) 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2; Kt to Q B 3rd 

3. B to Q B 4th 3. B to Q B 4th 

4. P to Q Kt 4th 4. B takes P 

6. P to Q B 3rd 6. B to Q B 4th 

6. Castles 6. P to Q 3rd 

7. P to Q 4th 7. P takes P 

8. P takes P 8. B to Q Kt 3rd 

9. P to Q 6th 9. Kt to K 4th 

This is ])ot a good move, because Black must subsequently more his Eing, 
ay F to E B 3rd disadyantageouslj, or lose a Fawn. 

10. Kt takes Kt 10. P takes Kt 

11. B to Q Kt 2nd 11. Q to K 2nd 

Bad, but better than F to E B 3rd. 

12. B to Q Kt 5th (ch) 12. B to Q 2nd 

Losing a Pawn, but moving the Eing would have been at least as bad. 

13. B takes B (ch) 13. K takes B 

14. Q to K Kt 4th (ch) 14. P to K B 4th 

\£ Black allowed the E Et F to be taken he coidd not possibly save the game. 

16. Q takes B P (ch) 15. K to K sq 

16. B takes P 16. Kt to R 3rd 

17. Q to K B 4th 17. K to Q 2nd 

Had Black, on the fifteenth move, played E to Q sq instead of to E sq, he 
mid now have moved E £ to E sq at once ; as it is he has lost a move. 

18. Kt to Q 2nd 18. Q R to K sq 

19. Kt to Q B 4th 19. B to Q B 4th 

20. Q R to Q sq 

If B take Q B P, Blade answers with Q takes E F, with a good game« 
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20. B to Q 3rd 

21. B takes B 21. P takes B 

22. BtoQKtsq 22. PtoQKtSrd 
28. E: E to Q B sq 23. Q to IL B 3rd 

SappoM— 

28. Q takes K P (a) 
24. Q takei Q P (oh) 24. K to Q B bq 

26. Et to Q R 6th (di*. eh) 26. Q to Q B 6th 



26. B take* Q. Mate. 



(«) 



23. Kt to K B 2iid 
24. B takes Kt P 24. P takes B 

26. Kt t«kes Kt P (di) 26. KtoQsq 

26. B to Q B 8th. Mate. 

24. Q to K 3rd 24. Kt to K Et &th 

25. Kt takes Kt P (ch) 

Finely played ; whether the Knight is taken or not White hM a won game. 

25. P takes Kt 

Siqppose^ 

26. K to Q sq 
26.BtoQB8th(ch) 26. KtoK2Dd 

27. B to Q B 7th (eh) 27. K to B sq 

28. Et to Q 7th (ch) 28. E mores 

29. Et takes Q (ch), and wins. 

26. R to B 7th (ch) 26. K to Q sq 

If- 

26. E takes B 

27. Q takes Et P (ch) 27. EtoQ2nd 

28. Q to B 7th (ch) 28.EtoQsq 
28. B to Q Kt 8th. Mate. 

27. Q takes P 27. Q takes K B P (ch) 

28. Q takes Q 28. Kt takes Q 

29. B to Q B 7th 

Threatening mate on the more, by B to Q Et 8th, and remiining 
ning position. All this was of comse fores ee n when the Eni|^ 
at more 26. 

29. Kt to B 6ih (ch) 

Goneetiy played, doaUing the Pawns on the Book's file, baft the game 
besared. 

30. P takes Kt 30. K to Q B aq 
81. K to B 2nd 

And White's Pwvna ^hVil. 
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Game XVIII. 

Between Mr. G. H. Selkirk and an Amateur, the former giving 
\ie odds of a Knigbt, and playing without sight of board or men. 

Eemove White's Q Kt. 

WmTB (Mr. S.) Black (Amatbuk). 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. B to Q B4th 3. B to Q B 4th 

4. P to QKt 4th 4. B takes F 

5. P to Q B 3rd 5. B to QB 4th 

6. Castles 6. Kt to K B 3rd 

P to Q 3rd is the proper more ; plAjing out the Knight when Bishop is on 
\ B 4th gives White a strong attaok. 

7. P to Q 4th 7. P takes P 

8. P takes P 8. B to Q Kt 3rd 

9. P to K 5th 9. P to Q 4th 

10. P takes Kt 10. P takes B 

11. P takes KtP 

Mr. Iiowenthal recommends the following continuation of the attack when no 
Ida is given : — 

11. B to E sq (A) 11. B to K 3rd (a) 

12. P takes E kt P 12. B to E Et sq 

13. B to E Et 6th 13. Q to Q 4th 

14. EttoQB3rd 14. QtoQB4th 

15. P to Q 6th 16. Q takes Et 

16. P takes B> witli the better game. 

w 



11. E to B sq 

12. E t ~ 
13. P to Q 6tb, and White's game is prefeiTable. 



12. B to Q B 3rd (oh) 12. E to Et sq 

- "White's " "" 



11. E to K Kt sq 

12. B to K sq (cb) 12. K to Q 2nd 

This was bad« Black evidently could not play B to E 3rd, because P to Q 5th 
oald win it, but he should have interposed the Enight, and, on White moving 

to E Et 6tl;^ have replied with B to E 3rd. If White then take Et, Black re- 
ikea with Queen, followed by castling, with a safe game. 

13. P to Q 6th 13. Kt to K 2nd 

14. B to K Kt 5th 14. B to Q B 4fch 
16. Q to Q E 4th (cb) 15. Pto Q B ^d 
16. Kt to K5th (cb) 16. K to K sq 



If— 



16.KtoQB^ikdL 
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17. Kt Ukn K B P 

18. B to K B 4th (eh) 

19. B takes B (ch) 
80. Kt tAkM Q, and 



IB. B takes Et 

19. B takee B, and ought to win. 



17. Kt takes Q B P 



18. Q takes P (eh) 

19. Q tskei E B 

80. B takes P 

81. K takes Et (oh) 



17. QtoQ2iid(() 

18. B to Q 3rd 

19. QtakesB 



17. Q takes Q P 

18. Q takes Kt 



17. B to Q 2nd 



Suppos e 



17. P takes Et 

18. BtoQ2nd 

19. P to K B 3rd {e) (d) 
80. E to B 2nd 

21. K takes B 



IfKtoKi9rd,FtoQeawim. 



88. Q to Q 6th (ch) 

88. H takes B, and must win. 



W 



80. B takes Et (oh) 

81. Q takes Q. Mate. 



80. B takes Et (ch) 

81. K to K 8th (doub. di) 
88. Q to E 7th. Mate. 

18. Kt takes Q 

19. Kt takes (^ £t P 

20. P to Q 6th 



W 



If— 



81. Kt takes 6 (oh) 
88. B takes Kt (oh) 
83. B takes K B P, and wins. 

21. B takes B 

22. B takes Kt (oh) 



88. K mores 



19. B to Q B sq 

20. Q takes B 



19. Q to Q B sq 

20. K to Q sq 

21. K takes B 



18. B takes Q 

19. B to Q Kt 5th 

20. B takes K B 



80. B takes P 

81. KtoQSnd 
88. KtakesKt 



21. K to Q 2iid 

22. K to Q B sq 



If— 




88. PtoQTih 

ai. PtoQ8th,qaesBa 

85. Kt takes R (oh) 

88. B toKBeth 

87. B taksa K B P, winmng. 

S8.StoQB7iiliiQb) 



KtoQBSrd 
83. BtakesKtP 
ai. B takes Q 
86. K to Kt 3rd 
88. BtoKKtM 



2S.KtoKt8q 
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24. B to K B 4(ih 24. R takes Kt P 

Bhek has iKiUuxig better to do. If B to Q B sq, White wini hj exohanging 
ooka and faeening his Kt P. 

25. P to Q 7th 25. B takesP 

Suppose^ 

26. B to E Et sq («) 

26. Et to Q B 4th 26. B takes Et P (ch) 

27. E takes B 27. B to Q B 3rd (oh) 

28. B takee B. Mate. 

W 

26. PtoQB4th 

26. P to Q 8th, queens (oh) 26. E to B 2nd 

27. B to E Srd (oh) 27. E to B 3rd 

28. Q to Q 6th (ch) 28. E to Et 4th 

29. QtoB6th(oh) 29. EtaBdrd 

30. Q to Q Et 6th. Mate. 

26. B takes B (dis. ch) 26. K to Q B sq 

27. B to Q B 7th (ch) 27. K to (j Kt sq 

28. B takes K B P (dis. ch) 28. K to Q B sq 

29. R takes B 29. P to Q B 6th 

30. B to Q B 7th (ch) 30. K to QKt sq 

31. R takes K R P (dis. ch) 31. K to Q B sq 

32. Kt to Q 6th (ch) 32. K to Q sq 

33. B to K R 8th (ch) 33. £ to Q 2nd 

34. R takes R 

And White wins. 
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SYNOPSIS OF CHAPTER VIL 

The Eang's Bishop's Opening comprises the following TBiifr 
tions : — 

Two Bishops' Opening. 
PtoK4<Ji B to Q B 4th 

^- P to K 4th ^- B to Q B 4th 

M'Donnell's Double Gambit. 
PtoK4th . B to Q B 4th PtoQE:t4& 

^- P to K 4th ^* B to Q B 4th ^' B takes P 

4. P to K B 4th 

Lopez Gambit. 
PtoK4th • B to Q B 4th QtoK2nd 

•^' P to K 4th ^- B to Q B 4th ^• 

Knight's Depencb in King's Bishop's OPENnra. 
P to K 4th B to Q B 4th 

•^- P to K 4th ^- Kt to K B 3rd 

Calabbois Counteb Gambit. 

P to K 4th B to Q B 4th 

^- P to K 4th ^- P to K B 4th 

Queen's Bishop's Pawn's Defence in King's Bishop's OPEimrG. 

P to K 4th B to Q.B 4th 

•^- P to K 4th ^* P to Q B 3rd 



The following are varieties of attack other than 2. Kt to ]E[ B 
3rd, or 2. B to Q B 4th :— 

Queen's Bishop's Pawn's Opening. 
P to K 4th 2 P to Q B 3rd 

^- P to K 4th 

Centbe Gambit. 
P to K 4th P to Q 4th 

^- Pl(rK"4th ^• 

Danish Gambit. 
J PjoKJth 2 P to Q 4th Q P to Q B 3rd 

* P toK 4th * P takes P 

Hampe's Opening. 
P to K 4th Kt to Q B 3rd 

•'•PtoK4th ^- 
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CHAPTEE VII. 

THE king's bishop's OPENING. 

nLnx)B considered this the best and safest mode of opening 
e game, but it must be remembered that his analysis — since 
oved to be faulty — appeared to show that if the first player 
oved 2. Kt to K B 3rd he would have a bad position. The weight 
opinion in the present day is in favour or the Sling's Ejiight's 
pening as being more sound and enduring in its attack. But 
e Sling's Bishop's Opening is thoroughly safe, and most interest- 
gr and critical positions arise from it. 

Two Bishops' Opening. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. B to Q B 4th 

rhe object of bringing out the Bishop is to enable you to occupy 
3 centre with your Pawns, which Pnilidor was of opinion you 
•nld be able to do through the Bishop not offering any obstruc- 
n to their progress, as, he contended, the King^ Ejiight did 
.en played to K B 3rd before moving the K B P. Black has 
ir repbes to your move — 2. B to Q B 4th, 2. Kt to K B 3rd, 
P to K B 4th, and 2. P to Q B 3rd. The first, which some 
ieve to be the best, we will first examine, and consider the rest 
>seqaently. 

2. B to Q B 4th 
8. P to Q B 3rd (Var. D) 

THiite at once prepares to push on his Queen's Pawn. Black 
I several moves he may play in answer — 3. Kt to K B 3rd, 
Q to K 2nd (see Var. A), 3. Q to K Kt 4th (see Var. B), 
Kt to Q B 3rd, and 3. P to Q 4th (see Var. 0). If he play 
Kt to Q B 3rd you move 4. P to Q 4th, upon which he retreats 
o.Q Kt 3rd, and the game is even. 

3. Kt to K B 3rd 
4. P to Q 4th 4. P takes P 

f he retreat B to Q Kt Brdyon take his K P, and OTi\)^ ^^yai<^ 
UikaBPjoa move QtoQ 5th, with much the V>^t«t ^m^. 



EE "V7I. 



v^ £■■» 



I to kLow thu 1 

d harr- a badp'^i'l'.r.. '."ji 

"n &Toar of the Kir^ij* j 

[and enduring in itii it:-^- 

■ thoroughly Hafe, and mos-. , 



BlACK- 

1. P to K 4th 

, _io Bishop is to enable you to mic:ui> 
k, vhich Fhilidor waa of opiniuL y, 
^ the Bishop not offering anjf qIjhIi .. 
■h contended, the Eing h iQiigi^ ^ 
^ore nioving_th6 K B P. Bl».c-.. ,. 
^-2. B to Q B 4th, 2. Kt to K J: ., 
;~to Q B 3rd. Tho first, wkiti ^ 
C^Srst examine, and conBidor u... 



2. BtoQB4tli 
"D) 

mta DUflh on his Queen a kima ■ 
5^£y in aiiBwer-3. Ki i,. j; 
rt5, 3. Q to Z Kt 4tl. ,^ 
^ to Q 4th (see V»w. «. 
- 4. P to Q 4th, upow — 



S. Ktv. 

4 Puw 

iUakeliiij;*, 



Td xoBJ^e hu £ r^ti^-, . 



182 THE BOOK OF CHESS. 

6. P to K 5th 6. P to Q 4th 

6. P takes Kt 6. P takes B 

7. P takes K Kt P 7. B to K Kt sq 

8. Q to K B 5th 

White has a good attack. 

Yabiaxign a. 
White. Black. 

3. Q to K 2nd 

4. Kt to K B 3rd 4. P to Q 3rd (a) 

5. P to Q 4th 5. P takes P 

6. Castles 6. P takes Q B P 

7. P to Q Kt 4th 7. B to Q Kt 3rd (6) 

8. Q Kt takes P 8. Kt to K B 3rd 

9. Kt to Q 5th 9. Kt takes Kt 

10. P takes Kt 10. Castles 

11. B to Q Kt 2iid 

Black has a Pawn more, but yoa have a better positum. 

(a) 

4. B takes K B P (oh) 

5. K takes B 5. Q to Q B 4th (ch) 

6. P to Q 4th 6. Q takes B 

7. Kt takes K P 7. Q to K 3rd 

8. B to K sq, with the better game. 

(h) 

7. B takes P 

8. Q to Q B 4th (ch) 8. Kt to Q B 3rd 

9. B to Q Kt 5th 9. P to Q;B 7th 

10. B takes Kt (ch) 10. K to B sq 



If— 



10. K to Q sq 



11. Q takes B 11. P takes Kt, queens 

12. B takes Q 12. P takes B 

13. Q to Q B 3rd, with a strong game. 

11. B takes Kt P 11. B takes B 

12. Q takes KB 12. P takes Kt, queens 

13. B takes Q 13. B takes K P 

14. B to K sg^ 14. P to K B 4th 

15. Kt to K Kt 5th 15. Q to Q 2nd 

16. Kt takes B 16. P takes Kt 

17. Q takes K P, with the preferable game. 

Vamation B. 
the italtans* defence. 
White. Black. 

3. QtoKKt4th 
TbjB is giyen as Blac)^a\)eai\i ^Qieii&^ «aAS&T^aia:^€cQm haim^ 
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een enforced by the great Italian players — ^Del Eio, LoUi, and 
onziani. 

4. Q to K B 3rd 
our only safe move ; for K to B sq, proposed by Petroff, see (a). 

4. Q to K Kt 3rd 
6. Kt to K 2nd 6. P to Q 3rd 

6. P to Q 4tli 6. B to Q Kt 3rd (h) 

7. P takes P 7. P takes P 

8. Kt to Kt 3rd 8. Kt to K B 3rd 

Even game. > 

(a) 

4. K to B sq 4. Q to K 2nd 

6. P to Q 4th 6. B to Q Kt 3rd 

6. Kt to K B 3rd 6. P to Q 3rd 

And Black has the better game. Had he not played 4. Q to 
! 2nd you would have got your pieces out well and quickly, but 
le retreat entirely prevents it. 

(h) 

6. P takes P 

7. P takes P 7. B to Q Kt 3rd 

8. P to K 5th 8. Kt to K 2nd 

9. P to K 6th 9. P to K B 3rd 
10. Q Kt to Q B 3rd, with the better game. 

Yabiation 0. 
lewis's coukteb attack. 
White. Black. 

3. P to Q 4th 

4. B takes P 4. Kt to K B 3rd 

5. Q to K B 3rd (a) 5. Castles 

6. P to Q 4th 6. P takes P 

7. B to K Kt 5th 7. P takes P 

8. Q Kt takes P 8. Q Kt to Q 2nd 

9. Oaetles 9. P to Q B 3rd 
10. B to Q Kt 3rd 10. Q to K 2nd 

Even game. 

(a) 

6. Q to Q Kt 8rd 6. Castles 

6. B takes Q Kt P (h) 6. B takes B 

7. QtakesB 7. QtoQ6th 

8. Q takes B 8. Q to Q B 3rd 

9. P to Q 4th 9. Q Kfc to Q 2nd 

10. Q takes B (ch) 10. B takes Q 

11. P to K B 3rd 11. P takes P 

12. P takes P 12. Q to Q 6th 

JS2ack lias the advantage. 
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6. Kt to K B 3rd 6. P to Q B 3rd 

7. B takes EBP (ch) 7. E take^ B 

8. Et takes K P 8. B takes K B P(ch) 

9. K to B sq 9. Et to Q 4th 

This move, introduced by Mr. Staunton, gives Black a winning 
attack to all appearance. See Staunton's ** Uhess Ih^soB,** p. 256. 

Vabiation D. 

Besides White's moye of 3. P to Q B 3rd, he has other modes of 
play, which we will now examine. 3. Q to E B 3rd, 3. Q to E Et 4di, 
and 3. Q to E B 5th are not good, l^e Queen being brought oat 
too early, giving the advantage to Black. 

Whitb. Black. 

1. P to E 4th 1. P to E 4th 

2. B to QB 4th 2. B to Q B 4th 

3. Et to E B 3rd (a) (5) (c) S. P to Q 3rd 

4. PtoQB3rd 4. EttoEBSrd 
6. P to Q 4th 5. P takes P 

6. P takes P 6. B to Q Et 5th {A) 

7. BtoQ2nd 7. B takes B (ch) 

8. Q Et takes B 8. P to Q 4th 

9. P takes P 9. Et takes P 

Bven game. 

(a) 

3. P to Q 4th 3. B takes P 
4.EttoEB3rd 4. QtoEB3id 

5. Et takes B 5. P takes Et 

6. Castles 6. Et to Q B 3rd 

7. P to E B 4th 7. P to Q 3rd 

8. B to Q Et 5th 8. B to Q 2nd 

Black has the advantage. 

(6) 
8. P to E B 4th 3. B takes Et 

4. B takes B 

If you play 4. Q to E B 5th, he answers with Q to E 2nd* with 
the better game. 

4. Q to E B 5ih (ch) 

5. P to E Et 3rd 5. Q takes EBP 
CEtoBsq 6.PtoQ4di 

Black has a fine game. 

(c) 

IbrS. Pto QEt4thaiidS. QtoE2nd, see the anatyses Ibl- 
Jowing of JC'Donndl^B BoolsS^ Gwnaudb «ii!^1^\ics<^eLQaaBihit. 
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Game XIX. 

Between Mr. Morphy and Dr. Freeman, the former also contest- 
ing seven other games simultaneously, all blindfold. 

White (Mr. M.) Black (Dr. F.) 

1. Pto K 4th 1. P to K 4th 

2. B to Q:B 4th 2. B to Q B 4th 

3. P to Q Kt 4th 3. B to Q Kt 3rd 

Denroas of OTading the complicated manoBUTTes of the Doable Cbunbit. 

4. Kt to K B 3rd 4. P to Q 3rd 
6. P to Q 4th 5. P takes P 

6. £t takes P 6. Kt to £ B 3rd 

7. Kt to Q B 3rd 7. Castles 

a Castles 8. Kt takes P 

Veoty well intended, but, notwithstanding the diffioultj of the cironmstanoes 
mder which he is plajing, Mr. Morphy at once seizes the opportunity, and 
oiiTeits his opponent's attack into the means of defeat. 



9. S:t takes £t 9. P to Q 4th 

Black hj this moTe insures the winning of a piece in return for the one 
eed, but in all probability he overlooked White s reply on the next moye. 

10. BtoZZt^Sth 

markably well i 
stains it to the end. 



Bemarkably well played; this more obtains the advantage for White, and he 
itto the 



10. QtoKsq 

If Q to Q 2nd, White answers with Et to K B 6th (ch), and a position 
nalogouB to that in the game results. 

11. B takes Q P 11. P to Q B 3rd 

12. E to S: sq 

Threatening Kt to E B 6th (ch), winning the Queen. 

12. Q to Q 2nd 

13. Kt to Z B 6th (ch) 13. P takes Kt 

14. Q B takes P 14. Q to Q 3rd 

If Q take K B, White plays B to K 6ih and wins, for if Black in return take 
X with K B, Wbite retakes with Queen, and Black must sacrifice his Queen to 
terent mate immediately. And if P take K B the following is a probable 
imtion>- 

^ ^.. 14PtakeiB 

2B.BtoK6tb 16. PtoE.B.^Td 
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16. Q to E B 6tli 16. E to B 2nd (e) 

17. Et to E B 6th 17. Q takes Et 

IfKtoKtt^, White mates m two movet, byQtoKt 4th(ch)and QtoKtiA. 

18. B takes Q 18. B takes B (a) (h) 

19. Q takes B (ch) 19. E to Et so 
ao. Q to Et 4th (cb) 20. E to B 2xid 
21. Q to Et 7. Mate. 

18. B to Et sq 
19. Q takes B P (ch) 19. B to Et 2nd 



20. Q takes B. Mate. 



W 



18. Et to Q 2nd 

19. BtoEtSth 19. EtoEtsq 

20. Q takes B P 

Threatening B to K B 6th and R to K Kt 5th, mate. 

20. PtoEBSrd 

21. Q to Et 6th (ch) 21. E to ^ sq 

22. B takes P (ch) 22. EttakesB 

If R take B, R to K R Sth, fHote. 

23. B to Et 6th 

Threateninff QtoKt 7th, mate. 

23. BtoEEtsq 
If Kt move, Q mates, 

24. Q takes Et (ch) 24. E to B 2nd 
26. BtoB6th. Mate. 

W 

16. B to Q sq 

17. BtoEt6th(ch) 17. EtoB2nd 

Jf P take R, QtoRSth, mate. 

18. B to Et 7th (ch) 18. E to B sq 

19. Q takes B P. Mate. 

White might also yary his 16th moye, and win as follows :— 

16. B to Et 6th (ch) 16. E to B 2nd 

If PtdkeR, QtoKRBthtoins. 

17. Q to Q 3rd (ch), and wins. 

15. Kt to £ 6th 15. Stakes Elt 

Suppose — 

16. P takes Et 

16. Q to E Et 4th (ch) 16. E to B 2nd 

17. Q to Et 7th (ch) 17. E to E sq 

18. B to E B 3rd 

T^Areatemn^BtoEB^tkC^d^^omdl^taJwaR, mate. 
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18. B takes Q B 

19. B to K B 6tli (ch) 10. B to K B 2nd 

20. Q takes B (ch) 20. K to Q sq 

21. Q to K B 6th (ch) 21» K to Q B 2nd 

22. Q B to Q sq, and wins; for if Black moye Q away, Q to Q 8th 
lies ; and if he play B takes K B P (ch), White takes B with K, and again the 
muBt be sacrificed* to prevent the mate. It is obyious that at moye 21 Black 
re not interpose his ^ on aooonnt of Q B to Q sq (ch). 

16. Q to S: B 5th 16. B takes £ B P (ch) 

17. K to B sq 

If K take B, Black plays Q to K B 6th (ch), and escapes from the attack. 

17. Q to K B 6th 

18. E takes B 

The ability to play thus, instead of moyinghis K, as he would haye been oom- 
eUed to do bad he taken the B on the last move, wins White the game. 

18. Kt to Q 2nd 
If— 

18. P takes B 

19. B takes P (ch) Iq! B to B 2nd 

20. Q takes B. Mate. 

19. B to Q Kt 2nd 

Threatening^— 

20. B to Kt 6th (ch) 20. P takes B 

21. Q to E B 8th. Mate. 

19. B to C> 6th 

20. P to K Kt 3rd 20. Kt to B 3rd 

If— 

20. QtoKB7th 

21. Q to E Kt 4th (ch) 21. E to Bsq 

22. B takes B (ch^ 22. Q takes B 

23. Q takes Q (ch), and wins. 

21. P takes Q 21. Kt takes Q 

22. B takes B 

Ab obsenred by Mr. Lowenthal, " the whole combination is carried through 
ad completed with mathematical precision; after the pieces are exchanged 
fhite must remain with an adyanU^ quite sufficient to msure yictory." 

22. Kt takes P 

Suppose— 

22. P takes B (d) 

23. B to E Kt sq (ch) 23. Et to Et 2nd 

24. B takes Et (ch) 24. E to B sq 
26. B takes EBP (dis. ch) 26. E to Et sq 

26. B to Et 7th (ch) 26. E to B «q 

27. B to E Et 5o (dJB, ch) 27. B to KB ^t^ 
S6,BUULe§B, Mate. 
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SS. P tikM S 
28. 6 tokM P (oh) 23. B to K B Snd 

24. B to E Kt iq (oh) 24. K to B sq (•) 

26. B to Q B 6th (oh) 26. K to K sq 

26. B to Kt 8th (oh) 26. B to K B sq 

27. B taket B. Mate. 

W 

24. Et to K 2iid 

26. B takes Et (oh) 26. E to B iq 

JfK toBtq,BtoKt Qtk {dit. ek) and B takes B, maU. 

26. B takes B (ch) 26. E to E sq 

IfK to Kt tq, B to K B 5tk, mate. 

27. B to Q B 6th 27. E to Q sq 

28. B to Q 6th 28. Any more 

29. B |o E B 8th. Mato. 

23. R to Kt sq(ch) 23. Kt to Kt 3rd 

24. Q B takes Kt (ch) 24. B F takes B 

25. B takes P (ch) 25. K to B 2nd 

26. B to Kt 7th (ch) 26. K to B 3rd 

27. B to K 4th (ch) 27. P to K B 4th 

28. B to Q 3rd 28. P to Kt 3rd 

29. B to Kt 3rd 29. B to B 2nd 

30. B to K 5th 30. B to K sq 

31. B to B 4th (ch) 31. K to B 2nd 

If— 

31. E to B 4th 

82. B to E 2nd (oh) 32. E to B 6th 

83. B to E Et 6th. Mate. 

32. B to Kt 5th 32. B to K 8th (oh) 
' 33. K to Kt 2nd 33. B to K Kt 2nd 

34. B takes P (ch) 84. K to B sq 

35. P to K B 4th 35. B takes B (ch) 
86. B takes B 36. B to K sq 

37. K to B 3rd 

And Black resigns. 

Game XX. 

Between Mr. Thorold and a leading amateur of the Bristol 
Chess Club. 

White (Mr. M.) Black (Mr. T.) 

1. P to K 4th 1. P to K 4th 

2. B to Q B 4th 2. P to Q Kt 4th 
B takes P S. P to K B 4th 

is a kind of Double Gambit ^^Xvjei^'b^ ^^ «m(qbj\.^^j«% 
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4. PtakeeP 

brtBAd rf tydoff this PAwn WUte dioiild hare Dlayed P to Q 4ti^ the 01^^ 
ddBRPoe to tha BooUo Gambit, and, having an aaditional piece in the field, he 
would hate had tiie advantage. 

.4. Kt to KB 3rd 

5. B to K 2nd 

.White mores here 00 as to check at K B 5th, winning at least another Pawn, 
or compelling the King to more. It was not, howeyer, adyisable plaj, as Black 
obtains a gint attadE. 

5. B to Q B 4th 

6. B to K B 5th (ch) 

The position, it will be obsenred on the student learning the Cunningham 
Gambit, is identical with the latter, excepting the attack being in the hands of 
the seeoad player, and his want of Q Kt P. 

6. P to K Kt 3rd 

S to B sq is considered safer, as will be seen on consulting tiie analysis of the 
Ciumingham Gambit. 

7. P takea P 7. Castles 

8. P takes P (ch) 8. K to B sq 

9. B to K 2iid 

BtoKBSrdorPtoQ4this much preferable. 



10. K takes B 



9. B takes K B P (oh) 



Suppose — 

10. K to B sq 10. Kt to E 6th 

11. Kt to K B Srd 11. B to Q Et 8rd 

12. Q to K sq 12. Kt to K B 7th 

13. B to K ^ sq 13. P to K 6th 

14. P to Q 4th 14. P takes Kt 

16. P takes P 16. B takes Q P, and has a 

winning attack. 

10. Kt to K 5th (doub. ch) 

11. K to K sq 

K to K 3rd is recommended bj Staunton as the best move here, but in that 
case Black will win at once :— 

11. K to K 3rd 11. Q to K Kt 4th (ch) 

12. K takes Kt (a) 12. Q to K B 6th (ch) 

13. K to Q 3rd 13. Q to Q 6th. Mate. 

(«) 
12. K to Q 8id 12. Kt to K B 7th (oh), and 

wins the Queen. 

11. QtoKR5th(ch) 

12. P to K Kt 3rd 12. Kt takes Kt P 

13. Kt to K B 3rd 

If P take Kt, Q takes P, mate; if P to Q 3rd, Kt to K. &^ii»iH^\ «Bv^M 
Bishop more, the Attack goee on as in tha game. 
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13. E takes Xt 

14. B takes B 14. Kt to K 5th (dis. di) 

15. K to K 2nd 15. Q to E B 7th (ch) 

16. K to O 3rd 16. Et to Q B 4th (oh) 
17- K to Q B 4th 17. Q to Q 5th (ch) 

18. K to Q Kt 5th 18. B to Q E 3rd (oh) 

19. K to Q B 4th 19. Q to Q E 5th. Mate. 



McDonnell's Double Gambit. 

This attack, inyented by the great McDonnell, the opponent of 
Do la Bonrdonnais, is rather showy than strong ; but it requires 
much care on the part of the second player, or he will get mto a 
very bad position. 

White. Black. 

1. P to K 4th 1. P to Z 4th 

2. B to Q B 4th 2. B to Q B 4th 

3. P to Q Kt 4th 3. B takes P 

For the consequences of Black retreating the Bishop see ninstra- 
tivo Game XIX. preceding. 

4. P to K B 4th (Yar. A) 4. P takes P (a) 

5. Kt to K B 3rd 6. Q to K 2nd 

6. Q to £ 2nd 6. Xt to K B 3rd 

7. P to K 5th 7. Xt to E 4th 

8. P to Q B 3rd 8. B to Q E 4th 

9. P to Q 4th 

Whito has a good attack, but not sufficient to compensate for lus 
two Pawns short. 

(a) 

4. P to Q 4th 
It is considered better for Black to refuse the second Pawn, and 
to play as in the text. 

5. P takes Q P 5. P to X 5th 

6. Xt to X 2nd 6. Xt to X B 3rd 

7. PtoQBSrd 7. BtoQB4th 
a P to Q 4th 8. P takes P {mpa$.) 
9. Q takes P 9. Castles 

10. BtoQESrd 10. BtakesB 

11. Xt takes B 11. B to X Xt 5tih 

12. Outlea 
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Yabiation a. 

[nstead of offering the Double Gambit White may reduce the 
me to an Evans Gambit in this manner : — 

4. P to Q B 8rd 4 B to Q R 4th (a) 

5. XttoKBSrd 

[f Black now move 5. "Kb to QB 3rd yon haye the Evans, and 
>. P to Q 3rd you answer with 6. Q to Q Kt 3rct with the better 
me. 

(a) 

4. B to Q B 4th 

6. PtoQ4th 6. P takes P 

6. B takes £ B P (ch) 6. K takes B 

7. Q to K R 5th (ch) 7. P to K Kt 3rd 

8. Q to Q 6th (ch) 8. K to Kt 2nd 

9. Q takes B, with the advantage. 

Game XXI. 

Between Signor Dubois and Mr. M. Wyvill, M.P. 

White (Signor D.) Black (Mr. W.) 

1. P to K 4th 1. P to K 4th 

2. B to Q B 4th 2. B to Q B 4th 

3. Pto Q Kt 4th 3. B takes P 

4. P to K B 4th 4. P to Q 3rd 

niiB IB a bad moye*; P to Q 4th is the proper play, giving Blade at least an 
lalgame. 

5. P to QB 3rd 6. B to Q B 4th 

6. Zt to K B 3rd 6. B to K 3rd 

[nferior ; tending to the development of White's game, as Black after this is 
own entirelj upon the defensive, and White will recover the Pawn, witii a fine 
ition. 

7. B takes B 7. P takes B 

8. Q to Q Kt 3rd 8. Q to Q B sq 

9. P takes P 9. P to K E 3rd 

To prevent Et to E Kt 5th, attacking the K P with a second piece. 

10. P to Q 4th 10. B to Q Kt 3rd 

11. Castles 11. Kt to Q B 3rd 

12. P takes P 12. P takes P 

13. K to B sq 

White has alreadv'a splendid i>osition; his pieces are in good play, while 
Me of Black are of little use to mm. This move is necessary, to g;L^QtN«Adcsak 
White's Q P, which is othnwise pinned against the Sing. 
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Ths Lopez Gambit. 

Tfau g— wi»*, named after the Spanish player, Boy Lqpei, is an 
»tructive method ci afetock, but agamst the beat defence you are 
i with at kaot an infiBrior pofiitioii. 



Whieb. Bijlck. 

l.PtoK4th LPtoK^th 

2.BtoQB4th 2. BtoQB4th 

a. QtoK2nd 

Ycm now titreaten to take K B P with your Bishop, and, on its 
in^ taken, ched^ with Q on Q B 4th, winning the adverse Bishop ; 
, if Blade guard against this, yon pnsh on yonr K B P, forming 
attacking gambit. Black has fonr defences, which will be each 
QSiflfired* 

8. Kt to K B 3rd (a) (h) (o) 
4.PtoKB4th 4. PtoQ3rd 

5. P to K B 5th 5. Castles 

6. Kt to K B 3rd 6. P to Q 4th 

7. P takes P 7. P to K 5th 
aKttoKKtdth 8. PtoKB3rd 

Black has the better position. 

(a) 

3. P to Q3rd 

4. P to E B 4th 4. Kt to K B 3rd (d) 

If- 

4. B takes Kt 

5. B takes B 5. Kt to Q B 3rd 

6. P to Q 3rd 6. B to K 3rd 

7. BtoQKt5th 7. BtoQ2nd 

8. B takes Kt 8. B takes B 

9. P to K B 5th 9. Q to K 2nd 

10. B to K 3rd 10. P to Q 4th 

11. P takes P 11. B takes P 

12. Kt to Q B 3rd 12. B to Q B 3rd 

13. Gaatles 

White has the advantage. 

5. Kt to KB 3rd 5. QtoK2nd 

6. P to Q 3rd 6. B to K Kt 5th 

7. P takes P 7. P takes P 

Even game. 
O 
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3. QtoK2nd 

4.PtoKB4di 4.KttoKB3id 

5. P takes P 5. Q tekes P 

6. Kt to K B 3rd 6. Q takas K P 

7. B takes K B P (ch) 7. K to Q aq 
a Q takes Q & Kt takes Q 
9. PtoQ4tk 9. BtoK 2nd 

10. Castles 

White has a somewiist better positian. 

(c) 

3. KttoQBSM 

This ia Black's best defence, and gires bim indispntaU^ ibe 
better game. 

4. P to Q B 3rd 

For Tour moTe, 4. B takes JL B P (di), see Ilhzstntife Gama 

xxn. 

4. Ktto S:B3M 

5. P to K B 4tb 5. B takes Kt 

6. B takes B 6. Castles 

7. P to Q 3rd 7. P to Q 4tfi 

8. B takes Q P 8. Kt takes B 

9. P takes Kt 9. P takes K B P 

10. B takes P 10. B to K sq 

11. B to K 3rd 11. Kt to K 4th 

And Black has a wizming attack. 

It is not advisable in tbis opening for Black to accept the gamlat, 
as wiQ be seen Arom the following : — 

Whtte. Black. 

1. P to K 4th 1. P to K 4th 

2. BtoQB4th 2. BtoQB4th 

3. Q to K 2nd 3. P to Q 3rd 

4. P to K B 4th 4. P takes P 

5. Kt to K B 3rd 5. P to K Kt 4ih 

6. P to Q 4th 6. B to Q Kt 3rd 

7. PtoKB4th 7. PtoKKtSth 

If he play 7. P to K B 3rd, yon take Kt P with Kt, and bave a 
splendid attack. 

8. Kt to K Kt 5th 8. Kt to K B 3rd 

9. Q B takes P 

White baa a better gome ibanm^e ^o^marsKin^s Gambit. 
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Game XXTT. 

Between an Amateur and IL Calyi. 

Whteb (Amaxevb). Bulck (Mr. C.) 

1. PtoKiih 1. FtoKith 

2.BtoQB4th 2. BtoQBith 

3. Q to K 2iid 8. Kt to Q B ard 

4. B takes K B P (oh) 4. K takes B 

5. Q to Q B 4th (ch) & P to Q 4ih 
e. Q takes B 

U- 
•.PtekesQP «. Bteke8KBP(ek) 

7. K takes B 7. Kt to Q B ith, with the 

adrantage. 

6. P takes K P 

7. Q to Q B 4th (oh) 7.* B to K 3rd 

8. Q takes K P 8. Kt to K B Srd 

9. Q to K B 4th 9. Kt to Q 5th 

Threatening to win the Q B. 

10. Kt to Q R 3rd 10. P to K 5th 

Black has now bj fiur the better game, his opponent's pieoet being all oonilned 
t home. The adyance of the Pawn preyents JLt to K B Srd. 

11. P to Q B 3rd 11. P to K Kt 4th 

Ttrj well played ; Black is soie of regaining the Pawn, with a splendid attaek. 

12. Q takes P 12. B to K Kt so 

13. Q to K 3rd 13. Kt to K B 4th 
14 Q to K 2nd 14. E takes Kt P 

15. KttoQB2nd 15. QtoQ3rd 

16. Kt to K 3rd 16. Kt takes Kt 

a7. Q P takes Kt 17. Q E to K Kt sq 

By thus threatening to win the Et Black gains a moye^ which in this position 
I eqniyalent to the game. 

18. Q to K B sq 18. E to Qsq 

19. Q to K 2nd 19. Kt to Kt 5th 

20. Kt to K E 3rd 20. Kt to K 4th 

21. Kt to K B 4th 

White's game is completely gone; nothing can aid him now. 

21. Kt to K B 6th (ch) 

22. K to B sq 22. E to Kt 8th (eh) 

23. E takes E 23. Q to Q 8th (ch) 

24. QtakesQ 

iirx to Kt &i4 Q takes £, mate. 
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24. B takes Q (ch) 

25. K to K 2nd 25. B takes B 

26. B to Q 2nd 

IfILttoQ8rd,BioQB Sth, and mate foUowa aa in tha gana. 

26. B to Q B 5tfaL (oh) 

27. £t to Q 3rd 27. B takes St. Mats. 

▲ lamarkab^f pretty eheckmate to ooour ia a game. 



King's Knight's Defence in the Ejng's Bishop's 

Opening. 

The Grerman and Bossian players haye expressed their opinioii 
that this defence conclosiyely proves the w^ikness of the living's 
Bishop^ Opening, but they haye apparently overlooked the &ct 
that white may, on his third move, resolve the game into a 
variation of the FetrofiTs Defence which they thexnselyes admit 
to be quite safe for the first player. 

Whitb. Black. 

1. P to Z 4th 1. P to K 4th 

2. B to QB 4th 2. Elt to £ B 3rd 

3. Kt to KB 3rd 

Here we have Variation B of the PetrofTs Defence, which see. 
And White has four other modes of play, by which he can ecfualue 
the game. 

3. S:t to Q B Srd (a) (5) (d) 3. B to Q B 4th 

4. Kt to £ B 3td 4. P to Q 3rd 

Even game. 

(a) 

3. P to Q3rd 3. B to Q B 4th 

4. Kt to K B 3rd 4. P to Q 3rd 

5. P to Q B drd 5. Castles 

Bven game. 

(h) 

3. P to K B 4th 3. Kt takes K P (o) 

4. P to Q 3rd 4. Q to K B 5th (ch) 

5. P to K Kt 3rd 5. Kt takes Kt P 

6. Kt to K B 3rd 6. Q to B 4th 

7. B to Kt sd 7. Kt to K B 4tih 
a B to Kt 5th 8. Q to B 6th 
P. BtakesKBP^ch^ ^^.IL^aks^B 
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10. BtoKBSOi 10.QtoKt7th 

11. B takes Kt (di) 11. £ to Esq 

12. B takes P (cli) 12. B to K 2nd 

Wiiite's pontknL is preferable. 

(c) 

3. P to Q idi 

4. P takes Q P 4. P takes B P 

5. PtoQ4tb 5.BtoK£t5tli 

6. £t to £ B 3rd 

ByezLgame. 

3. P to Q 4tii 3. P takes P 

K— 

3. Kt takes K P 

4. P takes P 4. B to Q B 4(ih 

5. B takes £ B P (ch) 5. K takes B 

6. Q to Q 5th (ch) 6. K to K sq 

7. Q takes Kt, with the better game. 

4. P to K 5th 4. P to Q4th 

5. B to Q Kt 3rd 5 Kt to K 5th 

6. Kt to K 2nd 6. P to Q B 4th 

7. P to K B 3rd 7. Kt to K Kt 4th 

8. Kt to K B 4th 8. P to Q B 5th 

9. B to Q B 4th (ch) 9. Kt to Q B 3rd 

10. B takes Kt (ch) 10. P takes B 

11. Q takes Q P 11. Kt to K 3rd 

12. Kt takes Kt 12. B P takes Kt 

13. Castles 13. P to Q B 4ih 

14. Q to K Kt 4th 

This last move is advocated by Mr. Staunton, instead of Q to 
'. B ^d, and it seems to give Wnito a safe and free gamQ* 



Calabrois Counter Gambit. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. BtoQB4th 2. PtoKB4th 
According to the anthorities it is better to refuse the gambit. 

'or the consequences of accepting it see Variation A. 

3. P to Q 3rd (a) (h) 3. Kt to K B 3rd 

4. P to K B 4th 4. K P takes P 

5. QBtakesP 5. PtakesKP 

6. QPtakesP 6. QtoK^nd 



^ 1 ~ilr",2it 

3 aLj.J4k 
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1. Pto£4di 

BIM^ Aft \SSl)[^ \A ^SS^<^<^^\S^ 5^3^ 
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3. Q to K 2iid (a) 3. Kt to K B %!d 

4.PtoKB^Ji 4.PtoQ3id (best) 

5. P tBkes P 5. P tBkes P 

6. Kt to K B 3xd 6. B to Q 3xd 

7. PtoQ4tlL 7. P takes P 
aPtoK5th a GMtles 
9. GastleB, widi & good game. 

(a) 

3. PtoQ4tih 3. KttoS:B%d(be8t) 

4.Ptake8E:P 4. Q to Q B 4di (ch) 

5.PtoQB3rd 5. Q takes K P 

6. B to Q 3rd 6. BtoQB4di 

7. PtoKBith 7. Qto£2iid 
a P to K 5t2i, with the advantage. 



Game XXHI. 

Between Hearren Schnlten and Hbrwits. 

Whteb (Herr 8.) Black (Herr H.) 

1. PtoK4th 1. PtoK4<li 

2.BtoQB4th 2.XttoS:B%rd 

a Kt to Q B 3rd 

utoodiftwfe: Kft to K B Sid or P to Q 4di if mck bettce. 



a PtoQKt44Jli 

4.Btiik£8P 4.BtoQB44Jli 

&PtoQ3rd 5. PtoQB^d 

aBtoQBith 6. QtoQKt%rd 

7. QtoE:2iid 7. PtoQith 

a P takes P a Castles 

9. £t to K 4th 9. Kt takes Kt 

^wmg to tke timiditjr diiplcfed hj "Wlnte in. die opooK Bbck bas saw 
" " ' ^ " fiorttetvoAnnH ko 




10. P takes Kt 10. B takes K B P (ch) 

11. QtakesB 11. Q to Q Kt 5th (ch) 
12.BtoQ2nd 12.QtBkesKB 

13. QtoKBSrd 13. PtoKB4«h 

14. P takes K B P 14. B takes P 

15. QtoQKt3xd 

And Bbck BMtei pnttilf ia tkrae BOfH. 

15. Q to K B 8th (ch^ 
laK takes Q 16. B to Q Ml V9i0i]\>. di^ 

ly.KtoKsq 17. BtoKBdOi. liake. 
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7. P to K 6th 7. P to Q 3rd 

8. Q to K 2nd 8. P takes P 

9. B takes P 

Your game is slightly better opened. 

(a) 

3. P to Q 4th 3. P takes Q P 

4. Q takes P 4. Kt to Q B 3rd 
6. Q to K 3rd 6. P takes P 

6. Q takes P (ch) 6. Q to K 2nd 

Even game. 

3. B takes Kt 3. B takes B 

4. Kt to Q B 3rd 4. Q to K B 3rd 
6. Kt to Q 6th 6. Q to Q B 3rd 

6. Q to K R 6th (ch) 6. P to K Kt 3rd 

7. Q takes K R P 7. R to Kt 2nd 

8. Q to R 4th 8. Q takes Q B P 

9. Kt to K B 6th (ch) 9. K to K B 2nd 

10. K P takes P 10. Q takes P on K B 4th 

11. Kt to Q 6th 

White has a better position. 

Variation A. 

Whitb. Black. 

1. P to K 4th 1. P to K 4th 

2. B to Q B 4th 2. P to K B 4th 

3. P takes P 

This is, as observed above, not so judicious as refusing the gambit. 

3. Kt to K B 3rd 

4. P to Q 4th 4. P takes P 
6. Q takes P 6. P to Q 4th 

6. B to Q 3rd 6. Kt to Q B 3rd 

And Black has a slight advantage in position. 



Queen's Bishop's Pawn's Defence in the King's 

Bishop's Opening. 

WttiTB. Black, 

L P to K 4th 1. P to K 4th 

2. B to Q B 4th ^. P to Q B 3rd 

This is not good, aa Black \& \ma\A.^ \^ ^^^Qr^\£^ ^oba. 
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3. Q to £ 2nd (a) 3. Kt to K B 3rd 

4. P to K B 4th 4. P to Q 3rd (best) 
6. P takes P 6. P takes P 

6. Kt to K B 3rd 6. B to Q 3rd 

7. P to Q 4th 7. P takes P 

8. P to £ 5th 8. Castles 

9. Castles, with a good game. 

(a) 

3. P to Q 4th 3. Kt to K B 3rd (best) 

4. P takes K P 4. Q to Q R 4th (oh) 
6. P to Q B 3rd 6. Q takes K P 

6. B to Q 3rd 6. BtoQB4th 

7. P to K B 4th 7. Q to Z 2nd 

8. P to £ 5th, with the advantage. 

Game XXTTL 

Between Herren Schnlten and Horwitz. 

Whitb (Herr S.) Black (Herr H.) 

1. P to K 4th 1. P to K 4th 

2. B to Q B 4th 2. £t to £ B 3rd 

3. £t to Q B 3rd 

This more is too defennTO ; KttoEB8rdorPtoQ4lihi8 much better. 

3. P to Q £t 4th 

4. BtakesP 4. B to Q B 4th 
6. P to Q 3rd 5. P to Q B 3rd 

6. BtoQB4th 6. QtoQ£t3rd 

7. Q to £ 2nd 7. P to Q 4th 

8. P takes P 8. Castles 

9. £t to £ 4th 9. £t takes £t 

Owioff to the timidity displayed by White in the opening) Black has sow 
obtained a fine offiansiYe position, more than an eqairalent for the two Pawns he 
has sacrificed. 

10. P takes £t 10. B takes £ B P (ch) 

11. Q takes B 11. Q to Q £t 5th (ch) 

12. B to Q 2nd 12. Q takes £ B 

13. Q to £ B 3rd 13. P to £ B 4th 

14. P takes £ B P 14. B takes P 

15. QtoQ£t3rd 

And Black mates prettily in three moyes. 

15. Q to £ B 8th (ch) 

16. £takesQ 16. B to Q, ^tl[i l^oxi^i. ^ . 
17.KtoKBq 17. B, to EL "B ^^Sq.. TSS^Xft- M 
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Game XXIV. 

Between Mr. S. S. Boden and Mr. J. H. Sweet, the former giying 

the odda of King's Knight. 

Whitb (Mr. B.) Bla.ck (Mr. S.) 

1. P to K 4th 1. P to K 4.th 

2. B to Q B 4th 2. Kt to K B 3rd 

3. P to Q 4th 3. P to Q 3rd 



This defence, whieh oonfiiiM Buck's game, is not so good as eithor P takes F 
or P to Q B 8rd. 

4. Castles 4. B to K 2nd 

If Kt take K P, White, by playing B to K sq, would at onoe leoorer tiie 
Pawn, with a fine opening. 

5. B to Q 3rd 5. Kt to Q B 3rd 

6. P to Q 5th 6. Kt to Q Xt 5th 

7. B to Q B 4th 

Tempting Black to oaptoie the K P, when White will be able to win both 
Knights for the Queen's I^k. 

7. Kt takes K P 
Falling into the trap at onoe. 

8. Q to K sa 8. Kt takes Q B P 

9. Q takes Kt 9. Kt takes B 

10. P to K B 4th 

Instead of proceeding with the attack. White might now baire won the 
Queen's Knight as foUows :— 

10. Kt to Q Bdrd 10. P to K Kt 3rd 

11. Q to Q Kt sq 11. B to K B 4th 

12. Q takes Kt 

In this position, howerer, White is still the exchange short, and hie Quesn ib 
out of play, while Black has a safe game. The move elected, therefore^ keying 
the attack in his own hands, is much better, as Black's Knight may quite as weU 
be off the board as where it is. The student should learn from this noTer to 
waste time in seeking to capture useless pieces, even if numerically inferior. 

10. P to K Kt 3rd 

11. P takes Z P 11. B to K B 4th 

12. Q to K 2nd 12. B takes Q Kt 

This capture was ill-advised ; Q to Q 2nd, with the view of ftw<-.l^*ig on the 
Queen's sidei, would have been much safer. 

13. B to K B 6th 

White baa o\>tesnidd t^ m&^DafiLoeDX. VML^asn^ 
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13. B to K B 4th 

14. BtakesB 

A sacrifice, and yet a gain; the attack is now werj strong. 

14. P takes B 
Even now Q to Q 2nd would have been better. 

15. B to Q Kt 6th (ch) 16. P to Q B 3rd 

16. P takes B P 16. Q to Q Kt 3rd (ch) 

17. B to K 3rd 17. Q to Q B 2iid 

Shofold hare taken the Qoeen's Bishop, though even then the game could not 
(paxeaHly have been saved, e,g, .— 

17. Q takes Q B (ch) 

18. Q takes Q 18. Castles (£ £) (a) (5) (e) 

19. P takes Q P 19. B takes P 

Ifl9.BtoKB9rd, Wkite antwen with 20, F toQB 7tk, with a fate 
mne. And\f-— 

19. Bto^Ki 
90.JPtoQB7th ^.B takes F 

21. P takes B 21, B to QBsq 

22. B to Q 7 th, winning at least the exchange, and homing the adwmtage* 

20. Q to K Kt 6th (ch) 20. K to B sq 

21. Q to £ B 6th (ch) 21. £ to £t sq 

22. B to Q 3rd 22. £ B to £ sq 

If- 

22. P takes B 

23. B takes KB B 21^. KB to K so* 
^^ qtoKBQth 2^, BtoK^rd^ 
26. Q takes BB{eh) 2S. KtoBsq 

26. B takes B 26. B takes B 

27. QtoB Sth (ch), and wins. 

To tuooa the mate by QtoK Kt 6th (eh), Q to K B 6th, and Q takes B B. 

t To prevent-^ 

26. B takes B P (ch) 26. KtoBsq 

26. BtoK Kt 6th {dis. ch) 26. KtoKtsq 

27. QtoB 7th {ch) 27. K to B sq 

28. QtakesKBP. Mate. 

Zt U evident that 24,. B to K 2nd is of no use, on account of Q takes B B {ch) 
id QtoB 8th, mate. 

23. B to Q B 4th 23. £ to B sq 

Jf jr to K 2nd, White wins hy Q takes B, followed by B takes Q Kt B. 

24. Q takes £ B P 24. P takes P 
26. Q to £ £t Sth (ch) 25. £ to B sq 

26. Q to B 6th (ch) 26. £ to Kt sq 

27. B to Q 3rd 27. £ Bto £ sq 

28. Q to £ & 6th 28. B to £ 3rd 

JlfBtoKB4ith, White mates in three moves, byBtoQB Uh {ch), B takes B 
!l),andQtoKB 6th. 

28. B takes B P (ch) 29. £ to B sq 

30. B to £ £t 6th (dis. oh) 30. £ to £t sq 

31. Q to R 7th (ch) 31. £ to 3i aa 
92. iltakeeKBP. Mate. 
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19. Q takes Q B P, tnd wins. 



18. CastlM (Q B) 



18. E to B 8q 

19. Q to X B eth (A) 19. £ to Kt sq 

IfKtoK»q,F takes Kt P (tfit . ek) «oIm. 

20. P takes Q P 

And, whether Bishop retake or not» White has a wizming game. 

(«) 

18. K to Q sq 

19. P takes Et P 19. B to Q Kt sq 

20. Q takes Q B P 20. K to B 2nd 

21. Q to Q B 6th 21. B takes P 

22. Q to Q B 6th (ch) 22. K to Kt sq 

23. BtoQB6th 23. BtoQB2ad 

24. P takes Q P, and must win. 

18. P takes Et P (dis. ch) 18. K to B sq 

19. B to K B eth (ch) 19. K to Kt sq 

20. P takes B, queens (oh) 20. B to Q sq 

21. Q takes B (ch) 21. Q takes Q 

22. Q to K B 3rd 22. P to K B 3rd 

23. B to Q B 4th (ch) 23. P to Q 4th 

24. Q takes Q P (ch) 24. Q takes Q 

25. B takes Q. Mate. 



MISCELLANEOUS OPENINGS. 

The openings previously analyzed arose from White playing oat 
his King's Knisht or Bishop onnis second move ; he may also play 
2. P to^ B 4tn, forming the King's Gambit. But before taking 
this into consideration we must examine three other modes ofplay 
which maybe adopted, 2. P to Q B 3rd, 2.P to Q 4th, and 2. Kt to 
Q B 3rd. These are by no means seldom play^ although not 
thought to be so attacking as many of the preceding yariations. 

Queen's Bishop's Pawn's Opening. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. P to Q B 3rd 

The object of this move is to establish your Pawns in the centre 
at once. It appears to lose time in the development of your gam^ 
but with the best play on oayc^i B\ji<b \^ TQ&\i^ ycl ^sl even game. 
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2. Xt to K B drd 
Black has other moyes in reply ; see Yariations A and B. 

3. P to Q 4th 3. P to Q 4th (a) 

4. B to £ Kt 5th 

Yon shonld play P takes £ P, and yon wonld then have a slight 
dvantage. 

4. P t^es K P 
6. Q to Q R 4th (ch) 5. B to Q 2nd 

6. Q to Q Kt 3rd 6. B to Q 3rd 

7. B takes Kt 7. P takes B 

8. Q takes Q Kt P 8. Kt to Q B 3rd 

9. P to Q 6th 9. R to Q Kt sq 

10. Q to Q R 6th 10. R to QKt 3rd 

11. Q to K 2nd 11. Kt to K 2nd 

Black has the better game. 

(a) 

3. P takes P 

4. P to K 6th 4. Kt to K 6th 

If he move Q to K 2nd, yon take Q P with P, and have a 
iperior position. 

5. Q to K 2nd 5. Kt to K Kt 4th 

6. P takes P 6. B to Q Kt 6th (ch) 

7. Kt to Q B 3rd 7. Kt to Q B 3rd 

8. Q to Q 3rd 8. P to Q4th 

9. P to K B 4th 9. Kt to K 6th 

10. Kt to K B 3rd 10. B to K B 4th 

11. Q to K 3rd 11. Gafitles 

12. P to Q R 3rd 12. B to Q R 4th 

13. P to Q Kt 4th 13. B to Q Kt 3rd 

14. B to Q Kt 2nd 

And White's fine centre of Pawns gives him the superiority. 

Vabiation a. 
White. Black. 

1. P to K 4th 1. P to K 4th 

2. P to Q B 3rd 2. P to Q B 4th 

3. Kt to K B 3rd 3. Kt to Q B 3rd 

4. B to Q B 4th 4. Kt to K B 3rd 
6. P to Q 4th 6. B P takes P 

6. Kt to K Kt 6th 6. P to Q 4th 

7. P takes P 7. K Kt takes P 

8. Kt takes K B P 8. K takea E.\. 
a QtoKB3rd(ch) 9. KtoK^t^ 
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10. Castles 10. Kt to Q B 4«ih 

11. B to K Kt 6th 11. Q to Q 3rd 

12. P to K Kt 4th 12. Q to Q 2nd 

13. B to Q 3rd 

White has a splendid attack. 
Yabiaiioh B. 

WhITB. BLiLCK. 

1. P to K 4th 1. P to K 4th 

2. P to Q B 3rd 2. P to Q 4th 

This is Black's best move, bnt it does no more tham equalise tiie 
positions if White reply properly. 

3. P takes P 

Not a good move ; Kt to K B 3rd is the right play — see (a). 

3. Q takes P 

4. P to Q 4th 4. Kt to Q B 3rd 

5. B to K 3rd 5. B to K B 4th 

6. P to Q B 4th 6. Q to Q B 4th (ch) 

7. B to Q 2nd 7. Q to Q Kt 3rd 

8. P takes P 8. Kt to Q 5th 

Black has a strong attack. 

(a) 

3. Kt to K B 3rd 3. Kt to K B 3rd 

If he take Pawn with Pawn, yon play 4. Kt takes K P, and have 
an equal game. 

4. Kt takes P 4. Kt takes P 
6. P to Q 4th 6. B to Q 3rd 

6. Kt to Q 2nd 6. Castles 

7. Kt takes Kt 7. P takes Kt 



8. B to K B 4th 



Even game. 



Centke Gambit. 



IJntLl of late years tliis opening was seldom adopted and bnt 
little known, but it is now in much favour, and is »n instructiTe 
method of commencmg a game. As a matter of course ti^e posi- 
tions resulting from it have a great tendency to merge into ones 
analogouB to those in tihe Scotch Qtambit, which mi^ be advaii- 
•nsly studied la coimec^n. m^ ^i)ic^ Q^^RS!mi<^, 
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WmiE. Black. 

l.FtoK44ii LPtoK^th 

2. PtoQ4tih 2. PtakesP 

3. Kt to K B %rd 

This is not bo good a more as 3. B to Q B Mh (see Yarialion A). 
And for a P to Q B 3rd see Duush Gsmbo. 

a BtoQKt5di(cli) 

If Black pla^ 3. Kt to Q B %tL joa have an ordinary Scoccb 
Grambit, aim if 3. P to Q 3rd the position is die ssme as in 
Philid or's D efence. For 3. B to Q B 4ch see innstraare 
Game JULY. 

4i.BtoQ2nd 4.BtoQB4th 

5. BtoKB4th 5. KttoQB3rd 

6. B to Q B 4th 6. P to Q 3rd 

7. P to Q B 3rd 7. P takes P 

8. Kt takes P a B to E 3rd 

9. B takes B 9. P takes B 

10. Qto Q Kt %^ 10. Q to Q B sq 

11. Kt to K Kt 5th 11. Kt to Q 5th 

Black has the better game. 



YABiAZiav A. 

Whitb. Biack. 

1. P to K 4th 1. P to K 4th 

2. P to Q 4th 2. P takes P 
aBtoQB4th 3. BtoQB4th 

Black has several defences at this point. If he move 3. Kt to 
K B 3rd, the position is the same as m Variation (d) of the King's 
Sjnght's Defence in the King's Bishop's Opening, which see. 
For 3. P to Q B 4th and 3. S to Q Kt 5th (ch) see Variations 
BandC. 

4. BtakesKBP(ch) 4.KtakesB 

5. Q to K E 5th (ch) 5. P to K Kt 3rd 

6. Q to Q 5th (ch) 6. K to Kt 2nd 

7. Q takes B 7. P to Q4th 

a QtakesQP(ch) a Kt to KB 3rd 
9. B to K Kt 5th 9. P takes P 

10. B takes Kt (ch) 10. Q takes B 

11. Q takes Q (ch) 11. K takes Q 

12. Kt to Q B 3rd 12. K to B 4th 

If Black attempt to defend the King's Pa?nL m^^Siik^'^ l^s^ 
play Kt to Q 5tb (ob), winning the ezduuigQ. 
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13. K Kt to K 2nd 13. B to K 3rd 

14. Kt to K Kt 3rd (ch) U. K to B 5th 

15. £ Kt takes K P 

White has a winning game. 

Yasiahov B. 

White. Black. 

3. P to Q B 4th 

4. P to Q B 3rd 4. Kt to Q B 3rd 

5. Kt to K B 3rd 5. Q to K B 3rd 

6. Castles . 6. P to Q 3rd 

7. Q B P takes P 7. P takes P 

8. B to Q Kt 5th 8. B to Q 2nd 

White has a better opened game. 

Yasiahoh C. 
WmTB. Black. 

3. B to Q Kt 5th (ch) 

4. P to Q B 3rd 4. P takes P 

6. P takes P 6. Q to K B 3rd 

6. P takes B 6. Q takes B 

7. Q to Q Kt 3rd 7. Q to K B 3rd 

8. B to Q Kt 2nd 8. Q to K Kt 3rd 

9. Kt to K 2nd 9. Kt to K B 3rd 

10. Kt to Q B 3rd 10. P to Q B 3rd 

11. Kt to K B 4th 

And White has obtained a fine attack. 



Danish Gambit. 



Yon H. der Laza, the Pmssian Ambassador at Copenhagen, 
writing to the Leipsic Schachzeitung in 1867, remarks of this 
gambit: — "I consider it deserves more attention from OhesB- 
players than it has hitherto received. The opening seems over- 
Dold for White at first sight, bnt a closer examination will show 
that in many variations, which at the first glance appear to be 
quite safe, the second player would soon involve his game in posi* 
tions quite untenable. . . . The Copenhagen players nave 
hitherto pointed out only a few variations ; they nave not yet 
established an exhaustive analysis. The opinion, however, pre- 
vails amongst them that the defence must preponderate. Some 
of them object to go so far in the attack as to take Knight's Fawn 
with Pawn ; on the contrary, they think it better to be satisfied 
•with the Pawn gained, and now develop their game by ptaying 
mtherPto Q B 7th or E.t>to (^I^^t^^' 



DANISH GAMBIT. 
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Whitb. 

1. FtoK4th 

2. PtoQ4th 

3. P to Q B Srd 

4. B to Q B 4th 

5. B takes P 

6. £t to K 2nd 

7. Castles 

8. P to K B 4th 

9. B to Q Et 5th 

10. P to K B 6th 

11. Kt to K B 4th 

12. Q to K R 5th (ch) 

13. Xt to Q 2nd 

14. Q to B 4th 



Black. 

1. P to K 4th 

2. P takes P 

3. P takes P (Var. 0) 

4. P takes P (Var. B) 

5. Kt to Q B 3rd (Var. A) 

6. P to Q 3rd 

7. Kt to K B 3rd 

8. B to K 3rd 

9. P to K B 3rd 
10. B to Q 2nd 
11! B to K 2nd 

12. K to B sq 

13. Q to K so 

14. Kt to K B 2nd 



15. Q B to Q B sq 

White has a very fine game. 

Vakiatign a. 

5. Kt to K B 3rd 

6. P to K 5th 6. B to Q Kt 5th (ch) 

7. Kt to Q B 3rd (a) 7. Q to K 2nd 

8. K Kt to K 2nd 8. Kt to K 5th 

Black has the better game. 



7. K to B sq 

8. P takes Kt (h) (c) 

9. Q to R 4th (ch) 

10. P takes P 

11. Kt to Q B 3rd 

12. B takes B 

13. K Kt to K 2nd 

14. Q B to K sq 

15. P to K B 3rd 

16. P takes B 

17. K to Kt sq^ 

18. Q takes B P 

19. Kt to K Kt 3rd 

20. Q to K 6th (ch) 

21. (J to K 8th (ch) 



(a) 

7. P to Q 4th 

8. P takes B 

9. Kt to Q B 3rd 

10. RtoKKtsq 

11. B takes Kt 

12. Q to Q 6th (ch) 

13. B to Kt 5th 

14. Castles 

15. B takes P 

16. Q takes P (ch) 

17. P to K B 3rd 

18. R takes P (ch) 

19. Q R to K Kt sq 

20. K to Kt sq 

21. Kt to Q sq 

Black wins. 



a QtoR4th(ch) 
9. B takes P 
10. TtcKetib 



(h) 



8. K Kt to Q 2iid 

9. QtoK^n^ 
10. PtakeaP 
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11. Et to Q B 3rd 11. GastleB 

12. B to K sq 12. £t to Q Et 8rd 

13. Q to B 2nd 13. Et takes B 
14 Et takes Et 14. Q to Q B 4tlL 

Black wins. 

(c) 
8. B to Q Et 5th (oh) 8. E Et to Q 2nd 



9. P to E 6th 



If- 



9. Q to Et 4th 9. B to B sq 

10. P to E 6th ' 10. P takes P 

11. B takes Et P 11. B takes B 

12. Q takes B 12. B to B sq, ai 

9. P takes P 
10. Q to E 6th (ch) 10. E to B s 



11. B takes Et P (ch) 11. E takes 

12. Q to Et 4th (ch) 12. E to B sq 

13. Q takes B (ch) 13. Q to E 2nd 

And Black again wins. 

Vabiation B. 
WmTB. Black. 

1. P to E 4th 1. P to E 4th 

2. P to Q 4th 2. P takes P 

3. P to Q B 3rd 3. P takes P 

4. B to QJB 4th 4. P to Q 3rd 
6. Et to X B 3rd 6. B to E 2nd 

6. Q to Q Et 3rd 6. Et to Q B 3rd 

7. B takes EBP (ch) 7. E to B sq 

8. B takes Et 8. E takes B 

9. Et takes P 9. B to E B 3rd 

10. B to Q 2nd 10. Q to E sq 

11. Castles (Q R) 11. Q to B 2nd 

12. Et to Q 6th 12. R to Q Et sq 

The positions are abont equal. 

Variation 0. 
WmTB. Black. 

1. P to E 4th 1. P to E 4th 

2. P to Q 4th 2. P takes P 

3. P to Q B 3rd 3. P to Q 4th 

JBiaok gives up t^e idea of gaining any Pawns, and devc 
game. 
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11. Et to Q B 8rd 11. Castles 

12. B to K sq 12. Kt to Q Et 8rd 

13. Q to B 2iid 13. Et takes B 
14 Et takes Et U. Q to Q B 4th 

Black wins. 

(0 
8. B to Q Et 5th (oh) 8. E Et to Q 2nd 



9. P to E 6th 



If- 



9. Q to Et 4th 9. B to B sq 

10. P to E 6th ' 10. P takes P 

11. B takes Et P 11. B takes B 

12. Q takes B 12. B to B sq, and wins. 

9. P takes P 
10. Q to B 6th (oh) 10. E to B s 



11. B takes Et P (ch) 11. E takes 

12. Q to Et 4th (ch) 12. E to B sq 

13. Q takes B (ch) 13. Q to E 2nd 

And Black again wins. 

Vabiation B. 
White. Black. 

1. P to E 4th 1. P to E 4th 

2. P to Q 4th 2. P takes P 

3. P to Q B 3rd 3. P takes P 

4. B to QJB 4th 4. P to Q 3rd 
6. Et to X B 3rd 6. B to K 2nd 

6. Q to Q Et 3rd 6. Et to Q B 3rd 

7. B takes EBP (ch) 7. E to B sq 

8. B takes Et 8. B takes B 

9. Et takes P 9. B to E B 3rd 

10. B to Q 2nd 10. Q to E sq 

11. Castles (Q B) 11. Q to B 2nd 

12. Et to Q 5th 12. B to Q Et sq 

The positions are about equal. 

Variation C. 
WmTB. Black. 

1. P to E 4th 1. P to E 4th 

2. P to Q 4th 2. P takes P 

3. P to Q B 3rd 3. P to Q 4th 

JBlack gives up the idea of gaining any Pawns, and derelflps his 
game. 
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4. KPiakesQP 

5. BVtBkesQT 

6. £t to Q B %d 

7. Q takes Q 

8. £t to Q St 5di 

9. £t takes QP 



4. QtakesP 
^ PfoQB4f]a 
e. QttkesQP 
7. BPtiikesQ 
& XttoOBStd 
9. KttoQB^id 



Der Lasa^ respectiiig the last Tariatiao, aa^ "We do 
think it neocBasarj that Kack should sobmit to uis equaliattioiL.' 



Gaue XXV. 

Played, by corre spond e nce , between the dobs of Cambridge and 

Bristol 



WmxB {Cambxidge). 

1. PtoK4th 

2. P to Q 4th 

3. Kt to K B ^d 

4. BtoQB4th 

5. P to K dth 

6. B to Q Kt 3rd 

7. Xt takes P 

This was ^rtrjlmd 
strange that in a 
should hare 



Black (Bkisiol>. 

1. PtDK4ciL 

2. PtakesP 

3. B to Q B 4<li 

4. KttoKB^d 
o. P to Q 4th 

6. Kt to K 5th 




ikromia^ mwaj ihe 



nom tins point the 



atoMC Iti 
oh ti o us njoinder of 



7. Kt takes K B P 
plajen have a deoiire adfaiitagr. 



a KtakesKt 

Sndoitfy the beet 

& atoKBdtd 
9. B takes Q P 

10. Kt«oKB6th(a) 

11. KtoQSod 
13. QtahseQ 

13. BtahesQKtP 

14. BtdkesB 



& KttahesB 

9. QtoKSod 
10. Qtah»KP(efa) 
IL QtahesKt 

12. BtahesQ 

13. Cbstlfls 

14. Kt«oKB7tii,aiid 

a piee^ witii a 



von 



10. B to K Kt 6th 

11. Q tahse K B P (efa) 

12. PtoKeth 

13. QtoKB4fth 

14. QtakeeB 



(«) 



10. Q takes B 

11. K to Q sq 

12. QtoK2nd 

13. B takes Kt 

14. K to K sq, and wins. 



a Q to K B 5th (ch) 
9. PtoKKtSrd ^ 

KtoKa0d,toj»Piw»<&eK^ woaid Iie<^no iiae,Qaaooo«nicC(4VolL^flii\^j^| 
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9. B takes "Ki (ch) 

10. B to K 3rd 10. B takes B (ch) 

11. K takes 6 11. Q to K 5th (<di) 

12. K to B 2nd 12. B to K Kt 5th 

13. B takes Q P 13. Q to K B 4th (ch) 

14. B to K B 3rd 

To Bare tlie Queoi. 

14. Kt to Q B 3rd 

15. P to Q B 3rd 15. B to Q sq 

Had Black taken K P on the more with the Kt, White wofold hare replied 
with & to K sq. 

16. Q to K 2nd 16. B to Q 6th 

17. Kt to Q 2nd 17. Kt takes K P 

18. K B to K sq 18. Castles 

The position ii peculiar; Black ean make all theee morei^ strengthening the 
attack materiallj, with perliBCt impunity. 

19. K to Kt 2nd 

If— 
19. QtakeaKt 19. B takea Ki (dh) 

iO. K to Kt sq 

QorBtoK 9m4 7«€Hb to tks tarns rumU, 

90. Q takes B 
SI. Q to K 9nd 21. B takes Q 

U. B takes B 23. Q takes B 

2S.BtoKB8q 23.BtoKB0th 

24. B to K B 2nd 24. Q to K 8th (eh) 

25.BtoKB8q 25.QtakesB. Mate. 

19. Kt takes B 
And Cambridge resigned. 



Game XXVL 

Between Messrs. Perigal and G. Walker. 

Whitb (Mr. P.) Black (Mr. W.) 

1. PtoK4th 1. PtoK4th 

2. P to Q 4th 2. P takes P 

3. B to Q B 4th 3. B to Q Kt 5th (ch) 
^.KtoBsq 

P to Q B 3rd k gtauanSij plajed here, and the positiOQ is 
rhat in &Toar of the fint plaj«r. 

4 KttoQBSrd 
5.KttoKB3rd 5. QtoKBSid 

mow oC IC^BouMdrt m wmOar T^««i*^«">i^ b«l 
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CLPtoQBSkd 4LBwQ&4«k 

7. PteQ£t4ili 7. B»iQ£i3i« 

S.BtoQK]t2Dd ^.laiioKB 
9. PtoKBS^ 





iaP«DQB3i« li\Kin>S:Mi 

ll.BtoS:2iid LLPioQMi 

12. B takes P U. Cx ttkes la 

IXPtekesKt lXT%oQ*Ak 

14.PtikBBP 14. QtoKB^itli 



15.QfDQ2nd 15. B lakee K B P (di^ 

16. K to K aq IcL Q B to K sq (di) 

17. K to Q M 17. Q to K B 4di 
la K to Q B2kid 1& Q tmkes X B P 
19. BrnkesB 

WcO pliTed; liy mnnStmg the exdiaage White geto In guM vdl J t ft b| «d. 



19. Q takes B 
20. PtoQB4di 20. PtoQBaid 

2L B takes K Kt P 21. Kt to X B -kk 

If K take B, WUte plm Q to X Xt 5th (A), Q to B Clth (^), Q to Et otk 
(eh), and cm at the least mav the game bj popetnal die^ 

22. B to K B 6th 22. Kt to Q 5th (ch) 

23. K to Q Kt 2nd 23. Kt to K B 6th 

24. Kt to Q B 3rd 

AgBD. weOphijed; leaTuig the Queen ea j^Hm, hat threateaiiing mate in txro 
moreaif it he takeii, by & to K Kt sq (ch), and B takn Q. 

24. QtoKB7th 

25. B to K Kt sq (ch) 25. Q takes B 

26. Q to K B 6th 26. Q to K Kt 3rd 

27. B takes Q 27. B P takes B 
2a Q to K Kt 7th. Mate. 



Hampe's Opening. 



For many years this opening, in which White plays 2. Kt to 
Q B 3rd, was charaoterisea as an " inferior d^but," on the g;co^wd 
liat it is afterwards impossible for White to Qa\:xi\A\^\a% ^iRiCi\x^ 
Pawns. SerrMampe, of Yienna, yras of a di£[Qrcm\» o^YC^^^sc^^KCk^ 
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h^nently adopted it against good playrav witih snooess. It In 
subsequently been fiilly analyzed, and is now admitted to be quil 
sound. 

WmxK. Black. 

1. P to K 4th 1. P to K 4di 

2. Kt to Q B 3rd 

Black has five defenoes. Sea Variations A, B, O, and D. 

2. B to Q B 4th 
8. Kt to K B 3rd 3. Kt to Q B 3rd 

4. B to Q Kt 5th 4. Kt to K B 3rd 

5. Castles 5. Q to K 2nd 

6. P to Q 3rd 6. GasUes 

Even game. 

Vakiatiqn a. 
Whitb. Black. 

2. Kt to K B 3rd 

3. P to K B 4th 3. P to Q 4th (best) 

4. B P takes P (best) 4. Kt takes P 

5. Kt to K B 3rd 5. B to Q Kt 5th 

6. Q to K 2nd 6. B takes Kt 

7. Q Ptakes B 7. P to Q B 4th 

8. P to Q B 4th 

White has the advantage. 

Variation B. 

"Whitb. Black. 

2. P to K B 4th 

3. P takes P 3. Kt to K B 3rd 

4. P to K Kt 4th 

AVbite is now defending an ordinary Kin^s Grambit, but with 
the advantage of already ^ving his Queen's Knight out. 

Variation C. 

White. Black. 

2. B to Q Kt 5th 

3. P to K B 4th 3. P takes P 

4. Kt to K B 3rd 4. P to K Kt 4th 

5. B to Q B 4th 5. P to K Kt 5th 

6. Castles 6. B takes Kt 

7. Kt P takes B 7. P takes Kt 
Q takes P ^. Q,t« K 2nd 




OPEKETG. 213 

10. Q Btakes P 10. B to K ^M 

ll.PtoQ5di LLBtoQind 

12. PtoKdfeh 

White baa the better gBin& 

Yasiahos D. 
Whub. Black. 

2. KttoQB^rd 
3. P to K B 4th 

This is a bad moTe. Either 3. B to Q Kt oth. or 3. Kt to 
K B Srd, leads to an even game. 

3. P takes P 
4.EttoKB3rd 4.PtoKKt4th 

5. B to Q B 4th 5. B to E Kt 2nd 

6. Castles 6. P to K Kt 5th 

7. P to Q 4th (a) 7. P takes Kt 

8. Q takes P 8. B takes P (ch) 

9. KtoBsq 9. KttoK4th 

10. Q takes K B P 10. Q to K B 3id 

11. Kt to Q 5th 11. Q takes Q 

12. B takes Q 12. Kt takes B 

13. Kt takes P (ch) 13. K to Q sq 
14.KttakesB 14.BtoK4th 

Black wins. 

7. P to Q 3rd 7. P takes Kt 

8. Q takes P 8. B takes Kt (best) 

9. P takes B 9. Q to K B 3rd 
10. Q B takes P 10. P to Q 3rd 

And Black has a safe game, with a piece ahead. 

Game XXVU. 

Between Herr Paulsen and Mr. Morphy. 

White (Herr P.) Black (Mr. M.) 

1. P to K 4th 1. P to K 4th 

2. Kt to K B 3rd 2. Kt to Q B 3rd 

3. Kt to Q B 3rd 3. Kt to K B 3rd- 

4. B to Q Kt 5th 4. B to Q B 4th 

5. Castles 5. Castles 

6. Kt takes K P 

Bad; giving up all the advantage of first move. 

6. B to K sq 

.^Hie best moye, obtaining the attack. If Kt take Kt,'W\n\A^^'^ \aQ^ 
«^ regaining the piece, with a good game. 
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7. Kt takes Kt 

Kt to Q 8rd, attaddng the K B, would enable Wliite to p awei f g ULa Piwii, 
but hia game would be aorelj cramped. 

7. Q P takes Kt 

8. BtoQB4th 8. PtoQKt4th 

Very neceBsary, for suppose^ 

a Kt takes K P 
9. Kt takes Kt 9. & takes Kt 

10. B takes KB P (ch) 10. K takes B 

11. Q to K B 6th (ch) 11. K to Kt sq 

12. Q takes B, with the advantage. 

9. B to K 2nd 

If— 

9. B to Q Kt 8rd 9. B to K Kt 6th 

10. Q to K sq 10. P to Q Kt 6th 

. And Black has much the better game. 

9. Kt takes K P 

10. Kt takes Kt , 

Suppose— 

10. B to K B 3rd 

Threatening, subiequentkff B takes QB P, vfinmng the exchainge, 

10. Kt takes K B P 

11. B takes Kt 11. Q to Q 6th 

12. Kt to K 4ith (a) 12. B takes Kt 

13. B takes B 13. Q takes B (ch) 

14. K to B sq 14. B to K Kt 6th 

16. Bto KBdrd 16. B to K sq, and wins. 

(«) 
12. Q to K B sq 12. Q takes B (ch) 

18. Q takes Q 13. K to K 8th. Mate. 

10. B takes Kt 

11. B to K B 3rd 11. E to K 3rd 

12. P to Q B 3rd 

Yeiy weak ; aUowingQ to Q 6th, by which White's game is greatly ooD&neA. 
He should hare played F to Q 3rd, but Black would eren then Saye siightiy the 
better position. 

12. Q to Q 6th 

13. P to Q Kt 4tli 13. B to Q Kt 3rd 

14. P to Q R 4th 14. P takes P 
16. Q takes P 16. B to Q 2nd 

16. E to Q E 2nd 16. Q R to K sq 

17. Q to Q E 6th 17. Q takes K B 

An exquisite more ; if White do not take he has lost a piece, and if he 
the Queen, as will be seen in the game,h& \a oKna^gcS^W immolate himse]f< 
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18. P takes Q 1& R to K Kt 3rd (ch) 

19. KtoBsq 19. BtoKB6th 

20. B to Q sq 

Can do nothing dae ; if Q to Q M, witb tiie intention of wwrififfing' the 
(oeen for the Book, BUidc answers with P to K B 4th, «nd the nme resolft ms 
1 the game oocon. If B to Ktsq, Black mates in three mores: — 

ao. BtoKKtsq 9a B takes B (ch) 

21. K takes B 21. B to K 8th (eh) 

22. QtoKBsq 22.BtakesQ. Mate. 

20. B to K Kt 7th (ch) 

21. K to Kt sq 21. B takes K B P (dis.ch) 

22. K to B sq 22. B to Kt 7th {ch) 

23. K to Kt sq 23. B to K B 6th (dis. ch) 

24. £ to B sq 24. B takes K B P 

Threatening B to £ Kt 7th, mate. 

25. Q to K B sq 25. B takes Q 

26. B* takes B 26. B to K 7th 

27. B to Q B sq 27. B to K B 3rd 

28. P to Q 4th 28. B to £ 6th 

29. B to K B 2nd 

If- 
29. B takes B 29. £ B takes P (eh) 

80. £ to Kt sq 30. Q B to K Kt 7th. Mate. 

29. Q B takes B 

30. B takes B 30. Q B takes B P (ch) 

31. K to Kt sq 31. B to B 8th (ch) 

32. K to B 2nd 32. *R takes B 

And Black wins. 



Game XXVIII, 

Between Herren Max Lange and Gnretzki-Goniitz. 

White (Herr L.) Bulck (Herr G.-C.) 

1. P to K 4th 1. P to K 4th 

2. KttoQB3rd 2. B to Q B 4th 

3. P to K B 4th 3. B takes Kt 

4. BtakesB 4. PtakesKBP 

If— 

4. QtoKB6th(ch) 
6.PtoKKt3rd 6.QtakesKBP 

e. B toKt 2nd 6. Q to K B 8th 

, 7. Q to KKt 4th, with the better game. Andif 4.P U>Q,%t^^\si\A 

'^^ with 5. QtoK2Dd, with the adranUge, 
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5. PioQ4ili ^QtoKB5di(dO 

6. P to K Elt ^d 6. P tikes P 

7. B takes P 7. Q takes K B P 

If7.EitoKBakderPtoKB3fed,QtoKBakdk the 
PtoKEtakd,B toK Et dth, Wkifte 




aQtoKBSrd aPioKSIt^rd 

Bmppom Et to Q Barf, for the iWqMt protection of the g B P; 



& KtteQBaM 

9. B to Q B 4«k 9. Kt to Q eq 

10. RtakMKtP 10. QtoKHsarck) 

ll.EtoQtq U-QtoKSnd 

18.KttoQ6tk lS.QtoKBeq 

IS. EttakeeQBP(efa) U-KtoKSnd 

14. B to K Kt 6th (eh) 14. K to Q Skd 

1/ Ki imierpo^, Q tmitB, 



IS. QtoKKtakd(di) 16.KtDQB3kd 

18. P to Q 6lh (ch) Itt. K to Q B 4di (•) 

17. B to K 3fd (eh) 17. K tiJras B 

18. PtoQi:tdtd(eh) l&KtoQKtSOi 

19. Q to E tq (eh) 19. K to Q B Olh 
90. B to Q B sq. Make. 

[Thie Tsrietioii was plajed m a game hj Hen Hax Laage against another 
•] 



(a) 

18. K to Q Kt 3rd 

17. B to £ drd (di) 17. K to Q B 4th 

18. Q to K sq (ch) 18. Q to Q Kt 6th 

19. B to Q 2nd, winning the Queen and the game. 

9. B to Q B 4th 9. P to K B 3rd 

10. Kt to Q 5th 10. K to Q sq 

Eridentlj to prerent Kt takes Q B P (ch), winning the Q &. It aiToided 
White, howerer, an opportonity of making a hziDiant attack. 

11. B to K Kt 5th 

A fine more, and perfeetlj aound. 

11. P to Q B 3rd 

If P take B, Queen evidently mates on the more. Black had three other 
modes of plaj open to him at this point. In the first place : — 

11. P to Q 3rd 

12. B takes K B P (ch) 12. K to Q 2nd (&) 

13. B takes B, and wins easily. 

(ft) 

12. Kt takes B 
Id. Q takes Kt (ch) 13. K to Q 2nd 

14. Q to K 7th ich) \\. IL^ QB 3rd 
16. Q takes QBP. ^&aie. 
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Second] J :— 

11. JLtioJL 2nd 
lS.BtekMi:BP 12. Bio Km 

13. Bteke8Kt(oh) Id. BtoketB 

14. QtoKBSthfob) 14. B to K tq 
1&. Q to £ B 6th (eh) 15. B to K Sad 
10. Q tiJus B. Mate. 

Andthirdlj: — 

11. Q takes Q B P 
la. BtakesKBP(eh) 12. KtoKtq 

I/KitaieB,Q takes Kt (ck), and Q to K 7 th, maie* 

13. Kt takes QBP(ch) 18. KtoBiq 

14. B to £ Kt 6th (dis. eh) 14. K to Kt 2nd or Kt to 

KBdrd 

15. QtoKB7thorQtake«Kt. Mate. 

12. B takes K B P (ch) 12. K to K eq 

If Kt take B, White mates in two mores, as just shown. And if— 

12. Kt to K 2nd 
13. B takes B 18. Kt takes Kt (e) 
14u Q to K B 8th (ch) 14 K to B 2nd 
Ifi. B to K 6th (ch) 16. P to Q 8rd 
13. Q takes P (di) 16. K to Kt drd 
17. QtoQB6th. Mate. 

(c) 

18. B P takes Kt 
14uQftoKB8th(ch) 14KtoB2nd 

16. B to K 6th (ch) 16. P to Q 8rd 

r/KtoKt9rd, QtoQSth (ch) and Q to Q B 7th, mate ; andffKto B 9rd, 
* takes P (c4) andQto QSth, again nuUe* 

13. Q takes Kt (ch) 16. B to Q 2nd 

If KtoB^rd, Q takes QP,mate; and if K to Kt Ml, Q to Q^ih (ch) and 
' takes P, maie. 

17. B takes Q P (ch) 17. KtoBsq 

18. Q to K B 8th (ch) 18. BtoKsq 

19. Q takes B. Mate. 

13. Kt to Q B 7th (ch) 13. K to B sq 

14. Q to Q E 3rd (ch) 

"^Tiafe should hare played B to K Kt 6th (dis. oh), nUiting next more as in a 
"^^^eding yariation. 

14. P to Q B 4th 
16. Q takes P (ch) 15. P to Q 3rd 

16. Q takes P (ch) 16. Kt to K 2nd 

17. Q to Q 8th 

Jkfate. 



I 
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SYNOPSIS OF CHAPTER VHI. 

The King's Gambit is generally divided into the following 
varieties: — 

King's Kmonr's Gaicbit. 

Pto^K4th P to K B 4 th Kt to K B 3rd 

^- ^ to K 4th ^' P takes P '• 

Salvio Gambit. 
I PtoK4th P to K B 4th Kt to K B 3rd 

' P to K 4th ^- Ptakes P ^' P to K Kt 4th 

BtoQB4th Kt to K 5th KtoBsq 

^* P to K Kt 5th ^* Q to K E 5th (ch) ^- Kt to K B 3rd 

or K B drd 
CocHBANE Gambit. 
P to K 4th P t o K B 4th Kt to K B 8rd 

^•PtoK4th ^' P takes P '•]?toKKt4ai 

BtoQB4th_ Kt to K 5th KtoBsq 

*• P to K Kt 5th ^- Q to K E 5th (ch) ^' PtoKBGfch 

Mnzio Gambit. 
P to K 4th P to K B 4th Kt to K B 3rd 

'^•PtoK4th ^' P takes P ^•PtoKKt4th 

BtoQB4th K Castles, or P to Q 4th 

^- P toK Kt 5th 

Alloaieb Gambit. 

P to K 4th P to K B 4th Kt to K B 3rd 

^•PtoK4th ^' Ptakes P "^'PtoKKtiOi 

. PtoKE4th 
4. 

Cunningham Gambit. 
PtoK4th P to K B 4th Kt to K B 8rd 

^•PtoK4th ^' P takes P ^' BtoK2nd 

King's Book's Pawn's Gambit. 
P to K 4th P to K B 4 th PtoKBith 

^- P to K 4th ^' P takes P ^' 

*Bjng's Bishop's Gambit. 
P to K 4th P to K B 4th BtoQBJ^ 

^- P to K 4th ^- P takes P ^• 

Gambit Declined. 
, PtoK4th ^ P to KB 4th 



PtoK4tih *•• 'Bt«CiA*iJ[i,at^\ftClB4fch 
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CHAPTEE VIII. 



THE king's gambit. 



BTOND doubt, the multifarious variations arising from this 
•ening are the finest and most beautiful that can arise in Chess, 
d for this reason the King's Gambit has ever been an especial 
rourite mth the best players of all times. The object of the 
csrifice of the Pawn on the second move is to enable the first 
iver rapidly to occupy the centre of the board with his Pawns, 
d at once to take up an attacking position. By the nature of 
B game the sacrifice should lose, but in actual play, so intricate 
d difficult are the positions evolved that without the most ex- 
ime care on the psot of the defence the first player will obtain 
sadyautage. 

Bjng's Knight's Gambit. 
Whitb. Bulck. 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

For the consequences of Black refusing to take the Pawn see the 
laaaibit Declined." 

8. KttoKBSrd 

rhis move forms the King's Knight's Gkimbit. You may also 
ly 3. P to K B 4th, the King's Book's Gambit, 3. B to Q B 4th, 
) r^rolar Kind's Bishop's Gambit, or 3. B to K 2ud, which will 
th be eocamined subsequently. 

3. P to K Kt 4th 

rhis is considered to be Black's best move at this point, but he 
3 various other modes of play, which may be brieJ^ dismissed. 

Firstly :— 

3. P to Q 4th 
4. P takes P 4. B to Q 3rd (a) 

6. P to Q 4th 6. P to K Kt 4th 

6. P to Q B 4th 6. P to Q Kt 3rd 



7. B to Q 3rd 



Even game. 
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(a) 

4. P to K Kt 4th 

5. BtoQB4th 6. PtoKKtSth 

6. Q to K 2nd (ch) 6. Q to K 2nd 

7. Kt to Q 4th 7. B to K Kt 2nd (6) 

8. takes Q (ch) 8. Kt takes Q 

9. Kt to Kt 5th 9. B to K 4th 

10. P to Q 4th 10. B to Q 3rd 

11. Kt takes B (ch) 11. P takes Kt 

12. Q B takes P, with the advantage. 

7. Q takes Q (ch) 

8. Kt takes Q 8. P to K B 6th 

9. P takes P 9. P takes P 
10. Kt to K B 4th, still with the better game. 

Secondly : — 

3. P to K B 4th 

4. P to K 5th 4. P to Q 3rd 

5. P to K B 4th 5. Q P takes P 

6. Kt takes P 6. B to Q 3rd 

7. Q to K B 5th (ch), with the better position. 

Thirdly :— 

3. Kt to K B 3rd 

4. P to K 6th 4. Kt to K E 4th 

6. B to K 2nd 5. P to K Kt 4th 

6. Kt takes Kt P 6. Q takes Kt 

7. B takes Kt 7. Q takes Kt P 

8. Q to K B 3rd 8. Q takes Q 

9. B takes Q 

Even game. 



Fourthly : — 



3. Kt to Q B 3rd 




4. P to K E 4th 
White will at least regain the Pawn, with a good game. 

Fifthly :— 

3. P to Q 3rd 

4. B to Q B 4th 

If 4. P to Q 4th, Black wonld play 4. P to K Kt 4th, followed by 
P to K E 3rd and B to K Kt 2nd, with the superior game. 

4. P to K Kt 4th 

5. PtoKE4tli 5. PtoKtSth 

6. Kt to Kt 5tli ^. Kt to K E 3rd 
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7. P to Q 4th 7. P to K B 3rd 

8. Q B takes P 8. B P takes Kt 

9. B takes Kt P 9. Q to Q 2iid 

10. Castles 10. P to Q B 3rd 

11. Q to Q 2nd 11. P to Q 4th 

12. P takes P 12. P takes P 

13. Kt to Q B 3rd 13. Kt to Q B 3rd 

14. Q R to K sq (ch) 14. Kt to K 2nd 

15. B to Q Kt 5th, and will win. 

Sixthly :— 

3. P to Q B 3rd 
4. P to Q 4th 4. Q to K 2nd 

6. B to Q 3rd (best) 5. P to Q 4th 

6. P to K 5th 6. P to K Kt 4th 

Even game. 

4. B to Q B 4th 4. B to K Kt 2nd 

5. Castles 5. P to Q 3rd 

{£ he play 5. P to K Kt 5th you move 6. Kt to K sq, and will 
a the Gambit Pawn. 

6. P to Q 4th 6. P to K E 3rd 

^ere Black to neglect making this move you could sacrifice 
or Eiiighty obtaining something like the following attack : — 

"White. Black. 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. B to Q B 4th 4. B to K Kt 2nd 

5. Castles 5. P to Q 3rd 

6. P to Q B 3rd 6. Kt to Q B 3rd 

7. Q to Q Kt 3rd 7. Q to K 2nd 

8. P to Q 4th 8. P to Q R 3rd 

i. P to K E 3rd is Black's proper move here, giving him the 
ter game. 

9. Kt takes Kt P 9. Q takes Kt 

10. K B takes P (ch) 10. K to Q sq 

K to B sq, White wins by 11. Q B takes P, 12. B takes Kt, &c. 

11. Q B takes P 11. Q to K 2nd 

12. B takes Kt 12. B to K Kt 5th 

13. Kt to Q 2nd 13. K to Q 2nd 

14. B to Q 5th 14. Ktto Q,^a 

15. B takes Kt P 15. Kt teke^ tt 
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16. Q takes Kt 16. P to Q B 4th 

17. B takes Q P 17. B takes Q P (ch) 

18. P takes B 18. Q takes B 

19. B to K B 7th (ch), and wins. 

This hrilUant Uttlsgams was won by Mr, Morphy ofSLerr Andertsmi* 

7. P to Q B 3rd 

The moves up to this point, both for attack and defence, are 
considered by the authorities the best that can be adopted. Black 
has now no less than nine different modes of defence, but the 
several variations are much too long for insertion in this work, 
and I must, therefore, confine myself to that which is laid down as 
the most advisable method. 

7. Q to K 2nd 

8. P to K 6th (a) 8. P takes P 

9. Kt takes P 9. B takes Kt 

10. B to K sq 10. B to K 3rd 

11. B takes B 

If 11. Q to Q Kt 3rd the following would probably be the 
result : — 

11. Q to Q Kt 3rd 11. B takes B 

12. Q takes B 12. B takes Q P (ch) 

13. £ to B sq 13. B to K 4th 

14. Q to Q Kt 5th (ch) 14. Kt to Q 2nd, and 

wins. 

11. P takes B 

12. B takes B 12. Kt to Q B 3rd 

13. B to K sq 13. Castles 

14. Q to K Kt 4th 14. Q B to K sq 
16. P to Q Kt 3rd 16. Kt to K B 3rd 

Black has the better game. 

(a) 

8. P to K Kt 3rd 8. P to K Kt 6th 

9. Q B takes P 9. P takes Kt 

10. Q takes P 10. Kt to QB 3rd 

11. Kt to Q 2nd 11. B to Q 2nd 

12. Q B to K sq 12. Castles 

13. P to K 6th 13. P takes P 

14. P takes P 14. P to K R 4th 

Black again has the advantage. 
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Game XXIX. 

Between Mr. A. Holloway and Mr. E. Thorold. 

Wnrra (Mr. H.) Bulck (Mr. T.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. B to Q B 4th 4. B to K Kt 2nd 

5. Castles 5. P to Q 3rd 

6. P to Q B 3rd ' 6. P to K R 3rd 

7. P to Q 4th 7. Kt to K 2nd 

8. P to K Kt 3rd 8. B to K R 6th 

P to K Kt 5th is the usual xnoye. 

9. R to K B 2nd 9. P takes Kt P 

TbaB was not good, and, followed as it was by castling, seriously compromised 
lek'agame. 

10. P takes P 10. Castles 

Bimning into danger ; White now comes out with some fine play. 

11. B takes K Kt P 

Gkdning an immediate adrantage. 

11. K to R 2nd 
Had Black taken the Bishop the following attack would hare resulted :— 

11. P takes B 

12. Kt takes P 12. K B to B 8rd 

IfQBtoK 3rd, White wins by QtoKBSth. 

13. Kt takes K B P 13. B takes Kt 

14. B takes B 14. B to K 6th (ch) 
16. K to B 2nd 15. Q Kt to Q 2nd 

A3tjf other move ia equally hopeless, 

16. Q to K B 6th 16. B to K B 4th 

17. P takes B 17. B to K Kt 8th (oh) 

18. K takes B 18. Q Kt to K B Srd 

19. B takes K Kt (dis. ch) 19. P to Q 4th 
ao. Q to Kt 6th (ch) 20. K moves 
21. Q mates. 

12. R to K R2nd 12. B to K Kt 5th 

13. P to K 6th 

Opening the diagonal for the Queen. 

13. P takes P 

Black might here take the Knight. The appended diagram, 'w^ «D3b\:^A >2!ca 
indent to examine the vanationa insulting from the eaptuxe. 
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BLACK. 




WHITE. 



14. QtoQ3rd(cli) 

15. P takes P en pas, (ch) 

16. B takes £ & P, and wins. 



(a) 



16. B takes E B P, and wins. 



13. B takes Kt 

14.. P to K B 4tii (a) (h) 

16. K to B sq 



14. K to B sq 



16. B takes £ B P 



(ft) 



If- 



16. JB takeg B 

17. Q takes B 

18. Q to JB 7th (eh) 

19. QtakesKBA Mate, 

And if— 

}^'BtoKKt5th 

17. P Ulcw B 

18. Kate in three moDes, as \>efoTe. 



14. E to Et sq 
, 16. P to Q 4th 



16. B takes B 
le, BtoK 5th 

17. BtoKsq 

18. KtoBsq 



16. B takes KB 
16. B takes Q B (dk) 
VI. BtQKBth 
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le. B tikM B 16. B to K 6th 

17. QtoQSnd 

fo# to KSrd, on aoeownt of the reply ofKt to K B Uh oubaoqunUly, 

17. PtoKB4th(«)(<Q(0) 
IB. QtoKB0th 

9K^Ai§qfno%i$6onth€ move, at Black woM reply with FtoKB 

18. K to K B 2iid (belt) 
19. PtoK eth(eh) 19. KtoKsq 

90. QtoB6th(ch) 90. KttoKt&rd 

91. Q takat Kt (ch) 21. K to K 2nd 
99.BtoB7th 22. K to Q 8rd (best) 
98. BtoK6th(ch) 28. KtoBSrd 

94. P to K 7th (du. eh) 24.QtoQ8rd 

If KtoQ 2nd, P queens, mate. 

96.Btak6eQ 26.Ptake8QB 

Amy other move is also useless, 

. 98. Q takes P (eh) 26. KtakaeQ 

97. P takae B, queens (ch) 27. KtoBSrd 

9B.QtoQB6Ui. Mate. 

17. K takes B 

18. QtoB8th(eh) 18. KtoKtsq 

19. QtoB8th. Mat& 

17. KttoKB4th 

18. B to B 6th 18. Q takes B 

19. P takes Q, and mates in thiee mores. 

(«) 

17. PtoKBdrd 

18. QtoB6th 18. KtoB2nd(/)(^) 

19. Q takes B P (ch) 19. KtoKsq 

90. Q takes B(ch) 2aKtoQ2nd 

91. P to K 6th (eh) 21. K to Q B sq 

To save the Queen. 



QtakesQ.(ch) 22. EtakesQ 

BtoB8th(oh) 23. KttoKKtsq 

94. BtoEB6th(ch) 24. KtoKsq 

26. BtakesKt. Mate. 

if) 

18. Kt to K B 4th 

19. Q to B 7th (eh) 19. K to B 2nd 

90. B takes P (dis. eh), and wins. 

^ 18. BtoKKtdrd 

19. B takes B P 19. B takes B (h) 

9a P takes B 20. K to B 2nd (t) (i) 

9L Q to Kt 7th (ch) 21. KtoK.«v 

irJSrAfArSrd,J2ioK2nd{<ik)wmM. 
SO, PtnkmKt^Mndmugtwhu 

Q 



\ 
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19. K to B 2nd 

20. Q to Kt 7th (ch) 20. K to K so 

21. B takes Q P 21. Kt to Q B 3rd 

22. B takes Q Kt (oh) 22. P takes B 

23. B takes K Kt 23. Q takes B 

24. Q takes B (oh), foUowed by Kt to Q 2nd, winning. 

(0 

20. QtoKBsq 

21. P takes Kt 21. Q takes Q 

Jf Q iaht Py White motet m three motes. 

22. B takes Q, and wins easily. 

20. Kt to K B 4th 

21. Q takes B (ch) 21. K or Kt mores 

22. B to B 8th or Q takes Kt. Mate. 

14. Q to Q B 2nd (ch) 

White checks on this square, instead of on Q 3rd, in order that he may not 
subsequently leave his Queen en prise of Black's Queen should he deiue to take 
P wim Q P, and also with a view to eyentually playing Q tb K B 2nd. 

14. P to K B 4th 

15. Kt takes P 15. B takes Kt 

White threatened to take the Q B for nothing, bringing alao another piece to 
the attack of the K B P. It was therefore almost oompulsory upon Black to 
take the Kt. 

16. E takes E P (ch) 

Losing no time in capturing the Bishop, but proceeding directly with his attack, 
which is now irresistible. 

16. K to Kt 2nd 

17. E to E 7th (ch) 17. K to Kt 3rd 

If— 

17. K takes B 

18. Q to K B 2nd (ch) 18. B to B 4th 

19. Q takes B (ch) 19. K to Kt 2nd 

20. Q to K B 6th. Mate. 

18. Q to E 2nd 18. B takes Q P (ch) 

19. K to B sq 

He dare not take the Bishop. Suppose — 

19. P takes B 19. Q takes P (ch) 

20. Q to K B 2nd {k) 20. Q takes Q (ofa) 

21. K takes Q 21. K takes & 

22. B takes Kt 22. B to K sq, and wins. 

(k) 

20. K to K B sq 20. Q takes B (di) 

21. K to Kt sq 

ft is immaterial tohick square the Kiag u plowjed to> oa^ «»^Ka9i^ of Qfmi 
ahaays be /breed. 
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21. Q to Q 6th (eh) 
28. K to B sq 

VKtoKt2mdy QiaketQKtPQoh%^ 

22. Q to Q 8th (oh) 
23. K to B 2nd 23. Q to K 7th (oh) 
24.KtoKt8q 24. Q takes Q (ch) 
2fi.BtakMQ 25. K takes B, and winf. 

19. P to K B 6th 
Black cannot now ayoid the mate. 

20. B to Q 3rd (ch) 2a K takes B 

21. Q to K B 6th 

Mate. 

Game XXX. 

Between Mr. Morphy and Judge Meek. 

White (Mr. M.) Biack (Judge M.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. B to Q B 4th 4. B to K Kt 2nd 
6. P to K B 4th 5. P to K Kt 6th 

!t is eonsideied better to play P to K B 3rd, when the game pvoceeds sorae- 
ig like the following : — 

6. P to K B ard 

6. P to Q 4th 6. P to Q 8rd 

7. P to Q B 8rd 7. P to K Kt 5th 

8. Q B takes P 8. P takes Kt 

9. Q takes P 9. B to K 3rd 

10. Kt to Q 2nd 10. Kt to K 2nd 

11. P to K B 6th 11. B takes B 

12. Kt takes B 12. P to Q Kt 4th 

13. Kt to K Srd 13. Q Kt to B 3rd 

With a piece ahead and a safe gamo. 

6. Kt to K Kt 6th 6. Kt to K E 3rd 

7. P to Q 4th 7. P to K B 3rd 

8. B takes P . 8. P takes Kt 

9. B takes KtP 9. BtoKB^^ 
10. QtoQ2nd 

kt this point Mr. Morphy strikes out an original, and to all appearance ex* 
lent^ manner of carrying on the attack. The old style waa aa f Q\£()Ht% \ — 

10. B takas Kt 10. B takeaUl? iji\i^ 

lS,KtoQard,witkAgoodgiKme. 
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10. B takes B 

11. P takes B 11. Kt to K B 2nd 

12. B takes Kt (di) 

Mr. LowcBtlMl hM pointed oat Uuit White bed ewm. a better moTe et be ooa- 
mend, end ptvfei it tkne : — 

15. QtoEB4tli IS. QtoE ted («)(}) 
18. B takei Et (eb) lS.QtakeeB 

14l Q to K 6th (eh), wimunf the Book. 

(•) 

18. PtoQ4th 
lS.BtakeiP IS. Q to Q ted 

14l B takee Kt (di), aad wiu. 

W 

IS. B to K B n 

18.StakeiSP IS. P to Q 4th 

14LBtakeeP 14l QtoQSid 

16. B takee Kt (di) 16.KtoQeq 
le. Q takee Q (eh) 16.PtBkeeQ 

17. PtoKKt6th,aiid 



12. K takes B 
13. Q to K B 4«ih (ch) 13. K to Kt sq 

If— 

IS. KtoKeq 
14. QtoK6th(di) 14l KtoBted 

Or Q takes R amd wmt, 

16. StoKBea (eb) 16. KtoKtStd(e)M 

16. Q to B 6tb <di) 16.KtoB4th 



17. B to K B aq. Mate. 



W 



16. KtoKteq 
16. K to Kt Sad 



16. QtoQ6tb(eh) 

17. QtoKB7tL Mate. 

16. QtoKBSid 

16. B takee Q (eb) 16. KtoKtSad 

17. Q to K 7th (cb) 17. K to Kt m 

18. Q to KB 7th. Mate. 

U. Castles 14. Q to K 2nd 

15. £t to Q B 3rd 15. P to Q B 3rd 

16. Q B to K sq 16. P to Q %d 

17. KttoQ5th 17. P takes Zt 

If QU>'S.«v^K\\A^«Md^\ wine her; aadi^ 

18. Xt to *£. B OCh VjSki^ ^S&^lLNft^ vv 

1/ QtaheKt,UUik«»a,wA 
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19. Kt to K B 6th (cl]f.eh) 19. K to K 2nd 

IfKtoKtsq,Kt takes Q, amd maiet tn a move or two. 

9a Kt takat Q, and wins. 

18. P takes P la Q to K Kt 2nd 

If Q take Q B, Q to B 7th, mate. 

19. B to K 8th (ch) 19. Q to K B sq 

20. Q to KB 7th 

Mate. 



Salvio Gambit. 

This gambit Taries from the ordinary Kind's Knight's Gambit 
the fourth move of the defending player, wnen, instead ofpW- 
; his B to K Kt 2nd, he advances nis K Kt F upon the K Kt, 
dch White then plays to K 5th. 

White. Black. 

1. PtoK4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B drd 3. P to K Kt 4th 

4. B to Q B 4th 4. P to K Kt 5th 

5. Kt to K 5th 5. Q to K B 5th (ch) 

[f Black move 5. Kt to K B 3rd instead of checking with the 
leen, you castle, and regain the Pawn at once. 

6. K to B sq 6. Kt to K B 3rd 

For 6. Kt to K B 3rd, which is considered a stronger defence, 
9 Yariation A. 

7. QtoKsq 

[f 7. Kt takes K B P, Black plays 7. P to Q 4th, winning two 
Bcee for tlie Book ; and if 7. B takes K B P (ch) the following 
ght occnr : — 

7. B takes K B P (ch) 7. K to K 2nd 

8. B to Q Kt 3rd 8. P to Q3rd 

9. KttoQ3rd 9. Kt to KB 4th 

10. Q to K sq 10. P to K Kt 6th 

11. K to Kt sq 11. B to K Kt 2nd 

12. P to Q B 3rd 12. Q to K Kt 4th 

Black has the advantage. 
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7. Q takes Q (di) 

8. K takee Q 8. P to Q 3rd (a) 

9. KttakesBP 9. PtoQ4th 

10. B takes Q P 10. Kt takes B 

11. Kt takes B 11. Kt to K B Srd 

12. P to Q 3rd 12. B to K Kt 2nd 

13. P to Q B 3rd 13. B takes Kt 

14. B takes P U. P to Q B Srd 

Equal game. 

{a) 

8. Kt takes K P 
9. B takes K B P (ch) 9. K to K 2nd 

10. B to K B 5th 10. P to K Kt 6th 

11. P to K B 3rd 11. P to Q 3rd 

12. Kt to Q 3rd 12. B to K B Srd 

13. Kt to Q B 3rd 

White has the better game. 

Vakiatign a. 
Whitb. Black. 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B Srd 3. P to K Kt 4th 

4. B to Q B 4th 4. P to K Kt 5th 

5. Kt to K 5th 5. Q to K B 5th (di) 

6. K to B sq 6. Kt to K B Srd 

7. P to Q 4th 7. P to Q Srd (6) 

8. Kt to Q Srd 8. P to K B 6th 

9. P to K Kt Srd 9. Q to K 2nd 

Suppose — 

9. Q to B 6th (ch) 

10. K to K sq 10. Q to B 4th 

The hut move to sane the Queen, for if she stay on B 6th she is toon hj/ Kt < 
KB 4tth; and if 10. Qto KKt 7 th, White again wins hyKitoKBMo* 
J to KB sq. 

11. Kt to K B 4th, with a fine attack. 

10. Kt to K B 2nd (a) 10. B to K Srd 

11. Kt to Q B Srd 11. B takes B 

12. Kt takes B 12. Q to K Srd 

13. P to Q 5th 13. Q to Kt Srd 

14. P to K B Srd 14. Kt to Q 2nd 

15. B takes Kt 15. B takes B 

16. P takes P, m^ a ft"^^^ «AN^TL\ai^. 
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(a) 

10. Kt to QB 3rd 10. B to K 3rd 

11. B to Q Kt 3rd 11. B to K Kt 2nd 

12. B to K 3rd 12. B takes B 

13. B P takes B 13. F to Q B 3rd 

14. Q to Q 2nd 14. K Kt to Kt sq 

15. P to K 6th 15. P to Q 4th 

16. B to K Kt 5th 16. Q to K 3rd 

17. Kt to Q B 4th, with the better game. 

ih) 

7. P to K B 6th 

8. P to K Kt 3rd 8. Q to E 6th (ch) 

9. K to B 2nd 9. Q to Kt 7th (ch) 

10. K to K 3rd 10. P to K B 4th 

11. K to Q 3rd 11. P takes P (ch) 

12. K takes P 12. P to Q 4th (ch) 

13. B takes Q P 13. P to K B 7th (dis. ch) 

Black has the better game. 



Cochrane Gambit. 

This is a variation of the Salvio Gambit, consisting in Black 
vandng the K B F before bringing out his K Kt on the sixth 
ove. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. B to Q B 4th 4. P to K Kt 5th 

6. Kt to K 5th 5. Q to K E 5th (ch) 

6. K to B sq 6. P to K B 6th 

7. P to Q 4th (a) 

For the result of 7. P to K Kt 3rd, see Hhistrative Games 
X^T- and XXXII. 

7. P takes Kt P (ch) 

8. K takes P 8. Q to E 6th (ch) 

9. K to Kt sq 9. Kt to K E 3rd 

10. Q to Q 3rd 10. Q takes Q 

11. P takes Q 11. P to Q 3rd 

12. B takes Kt 12. B takes B 

13. Kt takes K B P 13. B to K 6th (ch) 

14. K to Kt 2nd 14. E to B sq 

15. E to B sq 15. B takes Q P 

Black should win. 
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(a) 

7. P takes P 7. P takes P 

8. Q takes P 8. Kt to K B 3rd 

9. Kt takes K B P 

9. P to Q 9rd is a much better moye, but Black even tlienhaB 
the better positioiL. 

9. P to Q 4th 

10. Xt takesB 10. B to K B 6th (ch) 

11. £ to Kt sq 11. B to Q B 4th (ch) 

12. PtoQ4th 12. B takes P (ch) 

13. Q B toK 3rd 13. Q to K 8th (ch) 

14. £ B to £ B sq 14. B takes Q B (ch) 

15. Q takes B 15. Q takes K B. UbA». 



Game XXXI. 

Between Herren Lemke and Paulsen. 

White (Herr L.) Black (Herr P.) 

1. P to K 4th 1. P to K 4th 

2. P to X B 4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. B to QB 4th 4. P to K Kt 5th 

5. Kt to K 5th 5. Q to K B 5th (ch) 

6. K to B sq 6. P to K B 6th 

7. P to K Kt 3rd 7. Q to B 6th (ch) 

8. K to B 2nd 8. Kt to K B 3rd 

This appears to be stronger than Q to K Kt 7th (eh), as played by Hr* 
Codirane in the soooeeding game. 

9. Kt takes P on K B 7th 

P to Q 8id is considered better. 

9. P to Q 4th 

10. B to K B sq 

If Kt take B, P takes B, and White's Enight has no esei^e, leaving Bliek 
the exchange ahead. 

10. Kt takes P (ch) 

11. K to K sq 

If K to Kt sq, F to K B 7th mates of course. 

11. P to K B 7th (ch) 

12. K to K 2nd 12. Q to B 4th 

13. Kt takes B 13. Q to K 4th 

14. P to Q 4^ 14. Kt to Q B 6th (doab.ch) 

15. KtoQdrd 
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If K take P, mate ioDam in fire mores:— 

16. K takes P 16. Kt takes Q (ch) 

16. K to Kt 2nd 16. Q to K 6th (ch) 

17. K to Kt sq 17. Q takes Q P (oh) 

18. B to K 3rd 18. Q takes B (ch) 

19. S:toKt2nd 19. QtoKB7th. Mate. 

And if— 

16. KtoQ2nd 16. Q takes Q P (ch) 

16.BtoQ8zd 16. BtoKBdid. Mate. 

15. Q to £ 8th 

16. Q to Q 2nd 

If Bishop move, Black mates in two mores, e.ff. : — 

16. BtoK2nd(a) 16. BtoKB4th(eb) 

17. KtoK8rd 17. BtoKB8rd. Mate. 

(«) 

16. B to K Kt 2nd 16. B to K B 4ih (oh) 

17. B to K 4th 17. B takes B. Mate. 

16. B to X B 3rd 

17. K takes Xt 

If Q take B, B to K B 4th, mate. 

17. B takes Q (ch) 
la Kt takes B 

If B take B, the following^ yariation is probable :— 

18. B takes B 18. Q to K 6th 

19. Kt to Q B 8rd 

JSreees$ary,for the protection qfthe K B, 

19. Kt to Q B 3rd 
JfQ take R, B to Q B 5th {ch) vfins her. 

20. KttoQKt6th 20. KtoKBsq 

81. BtoQ3rd 21. QtoK2nd 

82. K to Zt 8rd 

taie iff threatened; if White plojf F to Q B 3r<^ Blaeh anewers teith F 
9 B 9rd, and wim the Knight, 

22. P to Q B 3rd 
88. Kt to Q B 8rd 23. Kt takes Q P (ch) 

24. K to B 3rd 24. Q to Q B 4th (ch) 

26. B to Q B 4th 

f Ktto QB4th, Black takes it with Pawn, and if K B move away the Kt 
m; i/KBtakeP,Pto QKt4thwin8 it; if QBcheck^K to Kt eq wine 
Kt ; and finally if White play Pto QKt Athyto make an outlet for his King, 
db checks with Kt on Q Kt 4£^ next with QotiK4th,and then takes the 
iep. 

26. P takes B 

26. B to K 3rd 26. F to Q Kt 4th 

27. KtoQ2Qd 27.Bto(^lL^^^iA 
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28. KBtoKBfq S8. Kt to K B 6tli (ch) 

29. K to K 2Dd 89. B to K iq 

80. £ takes K B P 80. Q takes B (ch) 

81. K to B iq 81. K to Kt sq 

82. Kt to K Kt 6th 

Or any other move: if R take Kt, Q takes R {ch) (Mnd Q to Kt 7th, mak; 
and if K to Kt 2fM^, Kt taket K R P (die. ch), and mates in tu>o more moves. 

82. Q to K 8th (eh) 
88. B taket Q 88. B takes B (ch) 

84. K to Kt 2nd 34. B to K Kt 8th. Mate. 

18. £t to Q B 3rd 

Threatening Q to K 6th (ch), Q takes Q P (eh), and Q to Q St 6th, mate. 

19. P to Q £t 8rd 19. Q to K 6th (oli) 

20. K to Kt 2nd 20. Q takes Q P (ch) 

21. P to Q B 3rd 21. Q takes K Xt 

22. B to Q £t 5th 22. B to X B 4lh 

23. B to £ B sq 23. P to Q 5th 

And White resigned. 

For suppose— 

24. B takes K B P 24. P takes P (ch) 

26. K to B 8rd 25. Q to K B sq (oh) 

26. PtoQKt4tli 26. QtakesKtP. Mate. 

Or- 

24. P to Q B 4th 24. P to Q 6th (dia. ch) 

26. K moves 26. Q to Q 6th, and must win. 

Or, lastly — 

24. B takes Kt (ch) 24. P takes B 

26. B takes K B P (&) 26. P takes P (ch) 

26. K to B 3rd 26. Q to K B sq (ch) 

27. K to B 4th 27. Q to QB 4th, attackingthe 
Book (which can be saved by B to K 2nd), and also threatening P to QB 4ih or 
B to Q Kt sq, with a won game, there being no escape without great loss. 

(J>) 

26. P takes P 26. Q takes P (oh) 

26. K to B 8rd 26. B to Q 6th 

Not Q takes QR, ou account ofB to Q Kt 2ndf tDtnmng the Queen. 

27. B to Q Kt 2nd 

If K R move, Q takes Q R safely, as White could not then play B to Ktlnd 
without losing K R aJso. 

27. Q to Q 8rd (eh) 

28. PtoQKt4th 

If K to R 4th, Black would play B to Q Ktrith(ch),and Qto QB4A,matmg 
in a few moves. 

28. B takes B» and wins. 
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Game XXXII. 

Between M. De la Boordonnais and Mr. Cochrane. 

Whitb (M. Db la B.) Black (Mr. C.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Xt to X B 3rd 3. P to X Xt 4th 

4. B to QB 4th 4. P to X Xt 5th 

5. Xt to k: 5th 5. Q to X B 5th (ch) 

6. X to B sq 6. P to X B 6th 

7. P to X Xt 3rd 

Not 80 good M F to Q 4th or P takes P. 

7. Q to X B 6th (ch) 

8. X to B 2nd 8. Q to X Xt 7th (ch) 

9. X to X 3rd 9. B to X R 3rd (ch) 

10. X to Q 3rd 10. P to Q 4th 

To free his game. 

11. B takes P 11. Xt to Q B 3rd 

12. P to Q B 3rd 

PjreTenting Kt to Q Kt 6th (ch), afterwards taking the Biahop. 

12. P to Q B 3rd 

13. B takes X B P (ch) 

If Kt take K B P the following variation would be likely :— 

18. Kt takes P on K B 7th 13. P takes B 

14. Kt takes B 14. P takes P (oh) 

16. K to B 2nd 

JfK take Pheis terribh/ exposed, 

16. B to E Et 2nd 

16. Q to K sq (a) 16. B to E B 4th 

17. E to Q sq 

To enable him to push the Q P. 

17. B takes Et 

18. P to Q 3rd 18. Castles, and wins. 

(«) 

16. P to E E 3rd 16. P takes P 

17. Q to Esq 17. BtoEB4th 

18. E to E Et sq 18. P to E B 7th, and wins. 

13. X to X 2nd 

14. B to Q Xt 3rd 14. Xt to Q B 4th (ch^ 

15. XtoB^d 
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If— 

16. KtoQ4th 16. QtoKB7th(ch) 
ie.KtoQB4th 16. BtoK3rd(ch) 

17. KtoQKtith 17. KttoQB3rd(di) 



18. KtoQBSxd 18. QtoQB4tii(ch) 

90.KtoQB6th 90. Q to Q Kt 8zd. 



19. K to Q B 4th 19. P to Q Kt itk (< 



Kite. 



15. Xt takes K P 

16. Q to X 6 sq 16. B to K B 4ih 

17. Q takes Q 17. £t to K B 7th (dis-ch) 

18. P to Q 3rd 18. P takes Q 

19. B to K Xt sq 19. E to Q sq 

20. B takes B 20. £t takes B 

21. B takes P 21. £t takes Q P 

22. £t takes Zt 22. B takes £t (ch) 

23. X to B sq 

If X to Q sq or Q 2nd, B takes Kt (dis. di) wins the piece. 

23. B to X B sq 
24 Xt to Q 2nd 

FtoTenting B to K B 8th (eh). 

24. Xt to B 4th 

25. B to Q sq 25. Xt to X 6th 

26. B to X Xt sq 26. B to X B 8th 

Cutting off the action of the Book. 

27. P to Q Xt 3rd 

If Kt take B, B takes B, mate. 

27. B to X B 7th 
2a B takes B 

Eoroed to it at last; has nothing else to do. 

28. Xt takes B 

29. Xt takes Xt 29. B takes B (ch) 

30. X takes B 30. B takes Xt (ch) 

31. XtoQ2iid 31. B takes B 

And Black wins. 



Muzio Gambit. 



This magnificent opening is evidently derived firom the BMo 

Ckunhit, for White, seeing the counter attack to which he is snb- 

Jeoted by moYing hia Kjoiglki^ \a 1L ^^ csn ^fiy& VMsm^ attarkn*! 
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deterxnines to gLre the piece up, and, bringing his other forees at 
once into play, endeavour to crush his opponent before he can 
develop his game. And the sacrifice appears to be quite sound, 
for, judging firom the analysis, the utmost Black can hope for, if 
the attack be conducted properlj, is a drawn game ; at the same 
time, one lost move on his part is sufficient to decide the contest. 



Gams I. 

White. Black. 

1. P to K 4th 1. P to K 4th 

2. PtoE:B4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. B to Q B 4th 4. P to K Kt 5th 

5. Castles 

Yon may also move 5. P to Q 4th, or 5. Kt to Q B 3rd. See 
Games II. and TTT. 

5. P takes Kt 

6. Q takes P 6. Q to K B 3rd 

For the other defences Black may here adopt see Yariations A, 
B, C, and D. 

7. P to K 6th (best) 7. Q takes P 

8. P to Q 3rd 

Suppose — 

8. P to Q Kt 3rd 8. Q takes B 

9. Kt to Q B 3rd 9. B to Q B 4th (ch) 

10. K to R sq 10. Kt to K 2nd 

11. P to Q 4th 11. B takes Q P 

12. B takes K B P (ch) 12. K to Q sq 

13. B to Q 2nd 13. Q takes B (ch) 

14. Q takes Q 14. B to K B sq 

15. Q takes P 15. B takes Kt 

16. B takes B 16. P to Q 3rd 

Black has the better game. 

8. B to K B 3rd 

9. B to Q 2nd 9. Kt to K 2nd 

10. Kt to Q B 3rd 10. Q Kt to Q B 3rd 

11. Q R to K sq 11. Q to K B 4th 

Q to Q B 4th (ch) was formerly given as the bQ%\> iot 'S^sMS&.^^i^c^ 
point; but tiie present move, introduced by Hisrr Y VQL^<^sIl«^s^^B£QL^ 
prefeanble. 
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12.BloK44h 12.KfetoE:4th 

13.QtoK2iid 13. P to Q 3rd (a) 

14. Q B tekee P 14. B takes B 

15. S: B takes B 15. Q to K Kt 4th 

16. P to K B ^h 16. Q to K Kt 2nd 

17. B takea K B P 17. Kt takes B 
la B takes Kt (ck) 18. K to Q sq 

19. B takes Kt 19. Q to Q 5^1 (ch) 

20. Q to K ard 

Kyen game. 



14. P takes Kt 



13. Kt takes B 



Better than 14. B takes Kt (ch), as Black is threatening Q to 
Q B 4th (chX Ac 

14. K to Q sq 

15. B takes P 15. Stakes B 

16. K B takes B 16. Q to Q B 4th (ch) 

17. K to B sq 17. P to K B 4th 
la B to K 5th 18. Q to Q Kt 5th 

19. Q to K B 5th 19. Q takes Q Kt P 

20. Q to K B 4th 20. K B to K sq 
2L B to K B 3rd 21. P to Q B 3rd 

22. P to K B 3rd 22. P to Q 3rd 

23. B to K sq 23. B to Q 2nd 

24. P to Q B 6th 

" And again, considering the difficnlty of Black's developing his 
game without the loss of a piece, the game is pronounced even, 
bat Black for choice." 

Variation A. 

6. B to K B 3rd 

7. P to Q 4th 7. Kt to Q B 3rd 

8. Kt to Q B 3rd 8. Kt takes Q P 

9. Q to K B 5th 9. Kt to K 3rd 

10. Q B takes P 10. B takes B 

11. B takes B 11. Q to K 2nd 

12. B takes Kt 12. Q P takes B 

13. Q B to K B sq, with a winning attack. 

Vakiation B. 

^. Q,tftK2nd 

8. QB takes P ^^\«5sm^^ 
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9. Q takes B 9. P to K B 3rd 

10. Kt to Q B 3rd 10. P to Q B 3rd 

11. P to K 6th 11. P takes P 

12. P takes P, with a fine game. 

Variation 0. 

6. P to Q 3rd 
7. P to-Q 4th 7. B to K E Srd 

a Q B takes P 8. B takes B 

9. Q takes B 9. Q to X 2iid 

10. B takes X B P (ch) 10. X to Q sq 

11. P to £ 5th, with a strong attack. 



Yariation D. 

6. Kt to Q B 3rd 

Thia variation was invented by Mr. A. HoUoway, formerly of 
ristol, and it seems to me to be deserving of analysis. The 
Uowing are the openings of a few games in which this defence 
as adopted : — 

7. P to Q 4th (a) 

If 7. Q takes K B P, Black replies with 7. P to K B Srd. 

7. Q to K 2nd 

8. Q B takes P 8. Kt takes P 

9. Q to Q 3rd 9. Kt to K Srd 

10. B to K Kt 3rd 10. P to Q Srd 

11. Kt to Q B Srd 11. P to Q B Srd 

12. P to Q Kt 4th 12. B to Q 2nd 

13. P to Kt 6th 13. Castles 

Black has a good game. 

(a) 

7. P to K 6th 7. Q to K 2nd 

8. Kt to Q B Srd (b) 8. Kt takes P 

9. Q to K R 6th 9. P to Q B Srd 

10. R to K sq 10. Kt to B 6th (ch) 

11. P takes Kt 11. Q takes R (ch) 

12. K to Kt 2nd 12. Kt to K R Srd 

13. Kt to K 4th 13. R to K Kt sq (ch) 

14. Kt to K Kt 6th 14. P to Q 4th 
16. B to Q 3rd 15. Qto'&4^\L 

Black wins. 
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d. Q to Q otiL 9. Q to B 4tik (A) 



10. Q takes Q 10. 4 takm Q (dk) 

ILKcoBsq LLPtoQard 

12.PtoQB3rd 12.BtoB7tii 

U.BtoK4di ISuKttoKBa^ 

14.BlAkesP 14.K^toKt5di 

15. P to Q 3rd ld.BtoQKt3rd 

16. P to K B 3rd 16. Kt to K B 7tk(di) 

17. K to B 2nd 17. Kt tokm Q P 



18. B takes ^ l&Ki takes B 

19. B to K 4th (ch) 19. BtoK&d 
20.KfttoQB3rd aD.KtoQ2iid 

KadL has die advantage. 

[The abore Taristioiis are merrfr ao ggesiii e ; if tested in actai 
pIsT the merits or otherwise of the defence wixild soon beaaoir- 
tained.] 

Game TL 



\ 



BlACK. 

1. PtoKith 1. PtoK4th 

2.PtoE:B4th 2. P takes P 

3.KttoKB3rd 3. PtoKKtith 

4.BtoQB4th 4.PtoKKt5th 

5. P to Q 4th 

This is thought to be inferior to 5. Castles, hot it gives a strong 
attack. 

5. P takes Kt 

6. Q takes P 6. P to Q 4th 

7. B takes Q P 7. P to Q B 3rd (a) 

8. B takes £ B P (ch) 8. K takes B 

9. Castles 9. B to K B 3rd 

10. B takes P 10. B takes B 

11. Q takes B (ch) 11. Kt to K B 3rd 

12. P to K 5th 

White has a fine game. 

(a) 

7. Kt to K B 3rd 

8. Castles 8. Kt takes B 

9. PtakesKt 9. QtoKBSrd 

10. Q to K 4th (ch^ Y^.-^Xa^^ 

11. B takea P V^- C^X^-S.^^ 
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12. Q to E B 8rd 12. B to Kt sq 

13. Kt to Q 2nd 13. B to K Kt 5th 

14. Q to £ B 2nd 14. Kt to Q 2nd 

15. Q B to K eq 15. Q to K B 3rd 

16. £t*to K 4th 16. Q to K £t 3rd 

17. P to Q B 4th, with a good attad^. 



Game m. 

Whits. Black. 

1. P to K 4th 1. P to K 4th 

2. P to E B 4th 2. P takes P 

8. Et to K B 3rd 3. P to E Et 4th 

4. B to Q B 4th 4. P to E Et 5th 

5. Et to Q B 3rd 

This attack was invented by M'Donnell, bnt is not so good as 
mtimg, 

5. P takes Et 

6. Q takes P 6. P to Q 4th 

7. B takes Q P 7. P to Q B 3rd 
a B to Q Et 3rd 8. B to E 3rd 

9. B takes B 9. P takes B 

10. Q to E B 5th (oh) 10. E to Q 2nd 

11. P to Q 4th 11. Q to K B 3rd 

12. P to E 5th 12. Q to E B 4th 

13. Q to E B 3rd 13. B to QEt 5th 

14. Q B takes P 14. Et to E 2nd 

15. Castles (E B) 15. B takes Et 

16. P takes B 16. Et to Q B 3rd 

Black has the advantage. 



Game XXXIII. 

Between Mr. Alexander M'Donnell and M. De la Bonrdonnais. 

White (Mr. M*D.). Black (M. De la B.). 

1. P to E 4th 1. P to E 4th 

2. P to E B 4th 2. P takes P 

8. Et to E B 3rd 3. P to E Et 4th 

4. B to Q B 4th 4. P to E Et 5th 

5. Et to Q B 3rd 

This move, inyented bj MCDonnell, is a remarkaYA^ Vn^mcraA eotkne^vaii. 
Hhottgh not go strong u Caatlea or P to Q 4th, yet, ui^eaa Qsrot^^ q^yma^SX 
rm the Sntplmjw an /Umost inemaidhle attack. 

R 
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5. PtekesKt 

6. Q takes P 6. B to K K 3rd 

BLMkmAyakopkjQtoKBaftdorPloQiyi. In the tnk plMt.-- 

& QtoKBM 
7.KttoQMi 7.QtoK4th 

8.PtoQBSfd 8.BtoKBM 

9.PtoQ4tk O.QtoQatod 

laPtoESth laQtoQBM 

IL BtoQEtSth ll.QtoKKfcM 

IS. Kl UkM Q B P (di), vith a ipladid aftteflk. 

In the eeeond pUee, — 

«. PtoQ4tii 
mer^Ut i$ tht mrnUn < lU Im Bcmrdommmit, mmd gim Bkd ^ 



7.BtakeeQP 7.PtoQBM 

&BtoQEtatod 8.BtoKaid 

9. B takes B 9. P takes B 

10. QtoEB5tli(^) laKtoQSnd 

U. PtoQ4tk 11. QtoKBM 

12.PtoK5tli lS.QtoKB4th 

Blaek hM the adrant^pe. 

7. PtoQ4t;h 7. KttoQBSrd 

a Castles a £t takes Q P 
9. B takes K B P (ch) 9. K takes B 

10. Q to £ B 5th (ch) 10. K to Sit 2iid 

11. B takes P 11. B takes B 

12. B takes B 12. Kt to K B 3id 

BladL has little choke of moTes. Suppose — 

12. KttoKBSkd 

13. Q to K 5th (ch) 13. K to Et sq 

14. Q takes Q Kt, with a winning attack. 

13. Q to £ Kt 5th (ch) 13. K to B 2nd 

14. Q B to K B sq 

White has it all his own way from this point, hut the dashing m»BDSt i 
which he finishes the game is worthj of especial stmfy. 

14. £ to K sq 

15. B takes £t 

Threatening mate in two moTBS, hj — 

16. Q to K B 5th (cb) 16. K to £ 2nd 

17. Q to K B 7th. Mate. 

15. Q to £ 2nd 

16. £t to Q 5th 16. Q to Q B 4th 

17. £ to B sq 

He might equally win, though not in such an el^ant stHeL br K( ^ 
QBP(ch),«.^..— ^ J'^ J 

17. Kt takes P ^cVi) \n . ^\aksia¥t 

Cam^uUory.far if K «w>e, Qtoke* q«aad^iMM«k 
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18. B to E Et 7Ch 18. Et to E 3rd 

19. Q takei Et (oh) 19. P takes B 
90. Q takes B (oh) 20. E to E 2nd 

21. B to E B 7th (oh) 21. E takes B 

22. Q takes B P (oh), and wins. 

17. Kt to K 3rd 

18. B takes Kt (eh) 18. P takes B 

19. Et to £ B 6th (ch) 19. E to Q sq 

20. Q takes Q 20. B to Q 2nd 

21. B to Q sq 21. P to Q B 3rd 

22. B takes B (ch) 22. E to Q B sq 

23. Q to Q 6th 23. Any move 
24.QtoQB7th. Mate. 



Game XXXIV. 

Between Mr. Morphy and an Amateur. 
Bemove White's Q Et. 

White (Mr. M.) Black (Amatetjb). 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Et to K B 3rd 3. P to K Et 4th 

4. B to Q B 4th 4. P to K Et 5th 

5. P to Q 4th 5. P takes Et 

6. Castles 6. B to E B 3rd 

7. Q takes P 

nie position is now the same as if White had castled on his 6th move, Black 
ring the defence of 6. B to K B 3rd, instead of 6. Q to K B 8rd, the latter 
og rnnoh superior. 

7. Kt to Q B 3rd 

8. B takes K B P (ch) 

Hie more here is usually Kt to Q B 3rd, and the game is carried on as 
.owBr— 

8. Kt to Q B 3rd 8. Kt takes Q P 

9. Q to K B 6th 9. Kt to K 3rd 

10. Q B takes P 10. B takes B 

11. B takes B 11. Q to K 2nd 

12. B takes Et 12. Q P takes B 

13. Q B to K B sq, and wins. 

[n this game, however, Mr. Morphj, being without his Q Kt, cannot continue 
) attack as above, and the variation he introduces is full of beauty and interest. 

8. K takes B 

9. Q to K B 6th (ch) 9. K to Kt IxA 
10. B takes P 10. B takea^ 

n. B takes B U. Kt. tolLB.^T^ 






ILQtoK 



KM^^m^mdQmQ 




U.K»Kit 









1± QXioKBiq 

12. 9 %: S 463. 

14. QtoE 3f^ 
1^ Q«fek»Ki 
1«. K S K> B &d 
17. P»KR«k 
Is. PtoB^ck 
1^. PvikcftKi 
SOl B » K B 3ik cki 

21. B ttkBi Q :ek^ 

22. Q vikw K Si P. 



12.QtDK« 
IJ. P»4M 

14. K 10 Ki «| 
1^ B u> Q 2^ 
1«. ExioK^d 
17. KitDKt3M 

15. BtoKKad 
1^. PacnsP 
dCtQakeiB 
2LBakBiB 



Mr. 



LPu>K4cli 

2. PtoKB4di 

3. Kt lo K B drd 

4. BtoQB-ttk 

5. CmgdeB 

6. Q takes P 

7. P to K 5di 
a PtoQSrd 

9. £t lo Q B %d 

CttoKSnd 



L PioK-kh 
2. P lakes P 
3l P lo K Et 4di 
4. PicKE(5ik 
£l PiakesKt 
e. QtoKBMl 
7. Q takes P 
& BtoEBMl 
9. PtoQBMI 



it Ike proper 



10. Q B takes P 

Tk te«t vay to td» adraatae* of Sack's 

10. Q 
If B take B, B to E aq vint tlie 

21 QtoKU&Oi 

If Q to E tad i<dK^, IRaA 1^*5% ^ V>^< 
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11. Q toQ54h(oh) 
lS.KtoB8q 12.PtoQ4di 

la Q takes KB P(ch) 13.S:toQ8q 

14. QKtoKsq 

TkrantauBf B to K 8^ 



14. B to Q 2iid 

15. B takes OP 1& P takes B 

16. Kt takes P 16. Q to K Kt Sad 

Tb prereat B to K 8th (ch) and Q to Q B 7tk, aalo. 

17. Q to K B 5th 17. Q to Kt Sid 
la QtoB4th(ch) la&toQBsq 

B to K Bt 4th, QtoQ 4th not only wins « piMe,bat alao keeps «pthe afttadc. 

19. Bto K B 6th 19. Q to Kt 2nd 

If Et take B» Kt to K 7th (eh) wins the Qneea. 

aO. Q to Q B 4th (ch) 80. £t to Q B 3rd 

21. B takes Kt (ch) 21. B takes B 

22. B to K 8th (ch) 22. K to Q 2nd 

23. B takes B 23. Q to E. 4ih 
Threatening mate, and appaientlj sure of winning the Knight. 

24. Q to £ £t 4th (ch) 24. £ to Q drd 

If— 

84. Q to B 8rd 

86. B to Q 8th (oh) 86. K takes B 

86. Q takes Q 88. B takes Et 

87. Q takes B (ch) 87. B to Q B sq 

88. Q to Q B 6th (eh) 88. K to Q sq 

89. QtoQ4th(ch) 89. KtoK8ad 

90. Q takes B, and wins. 

25. B to Q 8th (ch) 25. £ to Q B 4th 

If— 

86. B to Q and 

86. Q takes B (ch) 86. K to B 4th 

87. B to Q B 8th (ch) 87. Q to Q B 8nd 

88. B takes Q (ch) 88. K to Q 6th 

89. B to Q B 4th (ch) 29. K to K 4th 
ao. B to B 4th. Mate. 

26. Q to Q Kt 4th. Mate. 



Allgaieb Gambit. 



In perhaps no other opening have there been bo many fluctua- 
lons in the opinions of great players as in thia, ttud. \a \!^^ y^^^^^sq^ 
hjitisa disputed point whether the attack or t\iA di^ODS^ \Aa 



11 lie Xi2I2II1t 



It — 



» ♦_- :C1^ 



■«»»- 



: 111- jKser.^ii'a 



riiiTsrsitt 






• *■ Ti 



X -r-. 



3 iteif^ ^ ? ▼id.i^i^-"' 
Z *". ifc. f*;. 





X. -- il: -r-2 




3 -*. *L" r-ii .S 




. . i :. Z 5 *: 




▼ -^ r-aiJIJC 


p 


' ? :: X" *:^ 




* lI r: i >: 




• 3il: :: ^ ii 


P* 


1 -r :: ^ ^: ii.d 


'-^-^ :^ 


:Jt: rtCTiT .'^— - 






-—LI 

V u— . Black. 



1. ^ -.0 ^ V.b. 
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3.KttoKBIkd aiPtoKSl^tik 

4.PtoKK^ik 4.PtDKKtdi& 

Black liM foar odier defiBnoBB. 5l P tD Q Srd, 4. Ki tD Q B Sid, 

.X^toKB%d,aiid&BloS:Kt2Bd.fir^rkickaeeTi 

« B, G, and D. 

e.BtoQB4tii 6LKi«DKBIM 

For 6- B to K B 2nd. ace B hBOnitii e Gme XXXVnL 



7. PtoQ4di 7. PtoQ3id 

aKitoQ3id aPtoKB6di 

9. PtakesP 9. B id £ ind (a) 

10. B to K 3rd la B takes P {A) 

11. KtoQSnd 

''Black, op to this point, reteins tfaePmrn; bottlie difficnhiflB 
f Ills podtkm are greaL To free the Qoeen he most first relire 
IB K B^ and before withdrawing the Bishop he most defend the 

P. The Q B cannot be moved, for if it were pbiyed to K 3^ 
rhito woold take it and play, the following move, Kt to K B 4lii. 
eeidea, the Qoeen has no other place than her second square to 
hich she can be played with safety and avoid the very annoying 
to((^ of White's Q fct, which is about to be moved to B ard.**— 
[err KoLiscH. 

(a) 

9. P takes P 

10. Q takes P 10. B to K Kt 5th 

11. Q to £ B 2nd 11. Q to K 2nd 

12. Castles 12. B to K B 2nd 

13. Et to Q B drd 13. P to Q B 3rd 

14. P to K 5th» with an irresistible attack. 



Vamation A. 
Whits. Black. 

6. PtoQSrd 

6. Kt takes Et P 6. B to K 2nd 

7. P to Q 4th 7. B takes P (ch) 

8. Et to K B 2nd 8. B to E Et 6th 

9. Q to E B 3rd 9. Q to E B 3rd 

10. Et to Q B 3rd 10. Q takes P 

11. B takes P 11. Q takes Et (ch) 

12. Q takes Q 12. B takes Q (oh) 

13. E takes B 

Even game. 
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Yasiatiov B. 
Wmn. BLA.CK. 

5. £t to Q B 3rd 

6. P to Q 4th (best) 6. Qto K 2nd 

7. Et to Q B drd 7. ft takes Ki 

8. Et to Q 5th 8. Q to Q 3rd 

9. P takes Kt 9. Q takes P 

10. B takes K B P 10. Q takes P (eh) 

11. Q to E 2nd 11. Q takes Q (oh) 

12. B takes Q, with the better game. 



Vakiation C. 
Whitb. Black. 

5. Kt to £ B 3rd 

6. Kt takes Kt P (a) 6. Kt takes K P 

For the result of 6. P to Q 4th, see ninstratiye Gome XXXVI 

7. P to Q 3rd 7. KttoKKtGth 

8. B takes K B P 8. Kt takes B (best) 

9. Q to K 2nd (ch) 9. Q to K 2nd 

10. Kt to K B 6th (ch) 10. K to Q sq 

11. B takes Q B P (ch) 11. K takes B 

12. Kt to Q 5th (ch) 12. K to Q sq 

13. Kt takes Q 13. B takes Kt 

14. Q to K Kt 4th 14. B to K sq 

15. B to K 2nd 15. P to Q 3rd 

16. Q to K4th 16. E to K Kt sq 

17. B to K B 3rd 17. Kt to Q B 3rd 

18. Kt to Q B 3rd 18. Kt to K 4th 

Black has the advantage. 

(a) 

6. B to Q B 4th 6. P to Q 4th 

7. P takes P 7. B to K Kt 2nd (h) 

8. B to Kt 5th(oh) 8. P to Q B 3rd 

9. P takes P 9. Castles 

10. P takes P 10. B takes P 

11. P to Q 4th 11. B takes P 

12. B to Kt sq 12. P to B 6th 

13. Kt to Q B 3rd 13. Q Kt to Q 2nd 

14. B to K B 4th 14. Kt takes Kt 

15. B takes Kt 15. Kt to B 4th 

Black haa ^"^ px^^ewX^^ ^Ts\Sk« 
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(&) 

7. B to Q 3rd 

8. P to Q 4th 8. Q to K 2iid (c) 

9. B takes P 9. Kt to K B 4th 

10. Castles 10. Q takes K B P 

11. Q to K 2nd, with a fine game. 

w 

8. Et to K B 4th 
9. B to Kt 5th (ch) (d) (e) 9. P to Q B 3rd 

10. P takes P 10. P takes P 

11. Kt takes Q B P 11. Kt takes Kt 

12. B takes Kt (ch) 12. B to Q 2nd 

13. B takes B 13. Q takes B 

Black has a fine game. 

id) 
9. K to K B 2nd 9. Kt to K Kt 6th 

• 10. B to K sq, with a good game. 

(e) 

9. KttoQB3rd 9. Q to K 2nd 

10. B to Kt 5th (ch) 10. B to Q 2nd 

11. Q takes Kt P 11. B takes Kt 

12. P takes B 12. Q takes K P (ch) 

13. K to Q sq 13. Kt to Q B 3rd 

Black has a good game. 

Variation D. 
White. Black. 

6. B to K Kt 2nd 
InB is Herr Panlsen's favourite defence, and seems satis&ctory. 

6. P to Q 4th 6. Kt to K B 3rd 

7. Kt to Q B 3rd (best) 7. P to Q. 3rd 

8. Kt to Q 3rd 8. Castles 

9. Q B takes P 9. Kt to Q B 3rd 

10. Kt to K B 2nd 10. Kt to K B 4th 

11. B to K Kt 5th 11. P to K B 3rd 

12. B to K 3rd 12. Kt to K Kt 6th 

13. B to K B 2nd 13. P to K B 4th 

Black has a slight advantage. 
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Game XXXVI. 

Between Herr Anderssen and Mr. Morphy. 

Whitb (Herr A.) Black (Mr. M.) 

1. P to K 4th 1. P to K 4tli 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. P to K B 4th 4. P to K Kt 5th 

5. Kt to K 5th 5. Kt to K B 3rd 

6. Kt takes Kt P 6. P to Q 4th 

Kt takes K P is ffonerallj plajed. The advanoe of the Q P was introdaeedbj 
H. de BiTiire, of Paris. 

7. Kt takes Kt (ch) 7. Q takes Kt 

8. Kt to Q B 3rd 8. Q to K Kt 3rd 
Threatening Q to Kt 6th (ch), followed by B to K Kt 6th (ch), Ac. 

9. Q to K B 3rd 9. B to Q 3rd 

10. B to Q 3rd 

Kt takes Pis (^uite safe, for, if Black replj with B to K Kt 6th, White playi 
Q takes B, winning a piece. 

10. BtoKKt5th 

11. Q to K B 2nd 11. Kt to Q 2nd 

12. P takes P 12. P to K B 4th 

The best moye. 

13. B to Q Kt 5th 13. P to Q B 3rd 

14. B takes Kt (ch) 

This was playing his opponent's game ; althonj^h apparently eaining a mo^ 
it does not do so in reality, for it takes Black's Kmg where he wiuies it to be, 0^ 
also allows him to bring his Q B into play with terrible effect. 

14. K takes B 

15. P to Q 3rd 15. Q B to K sq (eh) 

"With both Books well posted, and all his pieces in good play, Blaek maj^ 
said to haye a won ^^ame at this point. Contrast thefineedom of his position with 
the crowded condition of his antagonist's game. 

16. K to B sq 16. K B to K Kt sq 

17. K B to B 2nd 

Suppose — 

17. B takes P 17. B takes B 

18. Q takes B 18. B to K 7th (di) 

19. K to K sq 

If Kt taheB, WkiU mates m twomovet, by Q tahet Kt P (<A) tmd Qtaka 
Kt. 

V^. Q. takes KtP 
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21. Et to K 2nd 21. B takes Et (oh) 

22. KtoQBdrd 22. QtakesQP 

23. Q B to Q B sq 

guard ikeQB Pf which would otherwise he won by Qto QBAth (ch). 

23. QtoE4th(ch) 

24. Q takes Q 24. B takes Q, and wixu. 

(«) 

20. QtoEB2nd 20. B takes Q P (dis. oh) 

21. Kt to K 2nd 21. B takes Et (oh) 

22. EtoQsq 22. B takes Q B P (oh) 

23. E to B sq 23. Q takes B (oh) 
24uQtoE8q 24. Q takes Q. Mate. 

(ft) 

20. BtoEB2nd 20. B takes Q P (dis. ch) 

21. Et to E 4th (e) (d) 21. B takes Et (ch) 

22. Q takes B 22. Q takes Q (oh), and wins. 

21. EttoE2nd 21. BtakesEt(ch) 

22. E to Q sq 22. B takes QB P (oh) 
23.EtoB8q 23. BtoESth. Mate. 



(rf) 

21. E to Q sq 21. B takes Q B P (oh) 

22. E to B sq 22. B to E 8th (ch) 

23. Et to Qsq 23. B takes Et. Mate. 



17. P to K B 6th 

18. P to K Kt 3rd 

If P take P, Black retorts with Q B takes P, and wins the exchange. 

18. B to £ B 4th 

19. B to £ Xt 5th 

If— 

19. B to B 4th 19. B takes B 

20. P takes B 20. B to E 7th 

21. Et takes B 21. P takes Et (oh) 

22. E to E sq 22. Q to Et 8th (oh), and 

must win. 

19. P to K B 3rd 

20. QtoQB7th 

He loses equally if he retreat the Bishop, s. g. :-— 

20. B to E B 4th 

ff Bishop to any other square^ Black playe K B takes P, and wins. 

20. B takes B 

21. Et P takes B 21. B to E 7th 

22. Et takes B 22. P UikeaE.t UV"^ 
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Si. Q takM Q Si. S takes Q (eh) 

26. Enunrat 96. E Uket Q B» nil yibi. 

20. K P takes B 

21. Kt to Q B 4th 

Oftn do noChinf better. White has, in effeet» been gmng the oddi of IniQS; 
it haf not been mored onee dnring the game. 

21. P takes B P 

22. Q takes EtP 22. P takes K Et P 

And White resigned. 



Game XXXVIL 

Between Messrs. Morphy and Medley. 
Whitb (Mr. Mob.) Black (Mr. Med.) 

1. P to K 4th 1. P to £ 4th 

2. P to K B 4th 2. P takes P 

3. Kt to E B 3rd 3. P to £ Kt 4lih 

4. P to K E 4th 4. P to K Kt 5th 

5. Et to K 5th 5. Kt to K B 3rd 

6. B to Q B 4th 6. P to Q 4th 

7. P takes P 7. B to (5 3rd 

8. P to Q 4th 8. £t to KB 4th 

9. Kt to Q B 3rd 

This iumother of Mr. Morphj's felicitous novelties. Et takes Kt P is geDe- 
rallj given as the correct move, but it is at least doubtful wheth^ bringing oat 
the Q Kt is not better. 

9. B to £ B 4th 

Kt to K Kt 6th would have been a good move at this point, but the best ii Q 
to K 8nd, which gives Black the advantage. 

10. £t to £ 2nd 10. Q to £ B 3rd 

11. Q Kt takes B P 11. £t to £t 6th 

Kt takes Kt would have been better. 

12. Kt to K B 5th 

Very well played ; this sacrifice gives White an exceedingly strong attMk. 

12. £t takes £t 

13. B to K Kt 5th 13. B to QKt 5th (ch) 

If Q to Kt 2nd, White castles, and obtains an attack analogous to that inft* 
game. This move, however, would have been better than the one made^ bafttit> 
position was lost in any case. 

14. P to Q B 3rd 14. Q to Q 3rd 

15. CsiStleB 

If P take B, Q taket P ^o'^^, aadi ^^THoiW « «.\X»^\& TunsS&.^iKffinHi^ 
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15. Kt to Kt 2nd 

.6. B takes B 16. Kt takes B 

L7. Q takes P 17. Kt to K 2nd 

la B to K sq 18. P to K B 4th 

L9. Q to £ B 3rd 19. B to K B 2nd 

50. B toQ Kt 6th(ch) 20. P to Q B 3rd 

Si. P takes P 21. P takes P 

!2. Kt takes P 22. Kt takes Kt 
Id. B takes Kt (oh) 

And Black resigned. 

Game XXXVIII. 

•eeaa. Herren Harrwitz and Anderssen, both playing blindfold. 

White (Herr H.) Black (Herr A.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. P to K Kt 4th 

4. P to K B 4th 4. P to K Kt 5th 

5. Kt to K 5th 5. P to K B 4th 

6. B to Q B 4th 6. B to K B 2nd 

7. P to Q 4th 7. P to K B 6th 

8. P takes P 

Suppose— 
&PtoKEt3rd 8. KttoQBSrd 

9. Kt takes Kt (a) 9. Q P takes Kt 

10. B to K B 4th 10. Q to K 2nd 

11. Kt to Q B 3rd 11. B to K 3rd 

12. P to Q 6th 12. Castles (Q B), with a sUght 

advantage. 

(«) 
9. Kt to K Kt 6th 9. B to K Kt 2nd 

10. P to Q B 3rd 10. Kt to K B 3rd 

11. B to K Kt 5th 11. P takes Kt 

12. P to K 6th 12. P to Q 4th 

13. B to Q 3rd 13. B to K B 4th 

14. B takes B 14. P takes B 

15. Q to Q 3rd 16. Q to Q 2nd 

16. P takes Kt 16. B to K B sq, and will win 
!*■ advanoed Pawn, with the better game. 

8. P to Q 3rd 

9. Kt to Q 3rd 9. B to K 2nd 

10. B to K Kt 5th 10. B takes B 

11. P takes B 11. Q takes P 

12. P to K B 4th 12. Q to K 2nd 

13. Kt to Q B 3rd 13. B to K 3rd 

14. P to Q 5th 14. B to Q B ac^ 

plajs the Biabop borne beeaiise it it were on Q 2nd it wo\M pTW«n.t >Xift 
aom eomiag out aafelj. 



1<. KxtoQEKM 
17. Bft>Q2iid 
1& Cwkf 
>. £:ii]:4sL l^.BioKB^ 





dl BtuknKt 
2L BtoBM 

22. KioQ£taq 

23. BnkesB 
2i. KxtoKBM 



25. EttoKtsq 

26. PtakeiKP 

27. Kx to K B M 
2B. ££tttk»QF 



aDovi Bbek A good itti^ 
29. Kt to E eth 

imtemii|:BtoQ8tfa,iii^- 
^vXXfni. 90. QtoQ3rd 



^-uQMx iA) ndS lakei Q, mate. 
L 1^ J V s. '*=^ 




IL 1 ma^ £: iX 


31. Q to Q 7th (eh) 


& ^V^ZMl 


32. Q to Q 8th (ch) 


SS. ^»l»^ 


3S. S takes Q. liite. 


JL Tvv?tofi 


31. Q to Q 7th (ch) 


JS. X V £1 a^ 


32. Q to E 8th (ch) 


jsk T V «; K 


33. Q takes B (ch) 


.S^ ^»l»i^ 


34. S takm Q. Hate. 




3L Q Zt tAkea B 


>i 1:: v¥4ri: 


32. Q to Q B 3rd 


SJl r V V I^ •Vd 


33. Q Kt takes K B P 


<*4. < 1. X B Jferd 


34. Q Kt to Q 6th (ch) 


.<i\ K V lil SC 


3d. £t takes B 


,<i.\ C .>*i:«^ I'll 


36. P to K B 4th 


,0 Vi K-^eni 


37. Kt to Q B 5th 


i^ ki »iij<tf^ £t 


38. Q tAkes Kt 


^^k Azid U hite resigned. 
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Cunningham Gambit. 

liiB gambit is formed by Black on his third move giving up 
idea of supporting the advanced K B P, and endeavouring to 
up a counter attack. It is very hazardous, as White can 

ays obtain a superior game, but is occasionally ventured for 

I sake of variety. 

Whitb. Black. 

1. F to £ 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. B to K 2nd 

4. B to Q B 4th 4. B to £ B 5th (ch) 

5. K to B sq (Var. A) 6. B to K B 3rd (a) (6) 

6. P to K 5th 6. B to K 2nd 

7. P to Q 4th 7. P to Q 4th 

8. B to £ 2nd 8. P to K Kt 4th 

9. P to K B 4th 9. P to K Kt 5th 

10. Kt to K B 2nd 10. P to K B 4th 

11. Q B takes P, with a great advantage. 

(a) 

5. B to K Kt 4th 

6. P to Q 4th 6. P te Q 3rd 

7. Kt takes B 7. Q takes Kt 

8. Q to K B 3rd, with a fine game. 

(h) 

5. Kt to K B 3rd 

6. P to Q 4th 6. Kt to Kt 5th 

7. Q to K 2nd 7. Kt to B 7th 

8. Kt takes B 8. Kt takes B 

9. Kt to K B 3rd 9. Kt to Kt 6th (ch) 

10. P takes Kt 10. P takes P 

11. B to K B 4th, with a winning advantage. 

Variation A. 
White. Black. 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. B to K 2nd 

4. B to Q B 4th 4. B to K B 5th (ch) 

5. P to K Kt 3rd 

This is not so safe as 5. K to B sq. 

5. P takes P 

6. Castles 6. P takes P (ch) 

7. K to B sq 

Black may now move 7. P to Q 4th, 7. B to K B Exd, ^ 
B to K 2nd^ for which respectively see TilxxaXx^^^ ^kds&»ik 
KXEL, XL., and XX. 
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King's Book's Pawn's Gambit. 

In this opening you aim to prevent Black from supporting Iub 
Gambit Fawn by advancing nis £ £t P, but by aoing so joa 
surrender all the advantage of the move, and obtain at the beat 
an inferior game. 

White. Black. 

1. P to K 4ih 1. P to £ 4th 

2. P to K B 4th 2. P takes P 

3. P to K B 4th 3. B to K 2nd 

4. Kt to K B 3rd 4. Kt to £ B 3rd 
6. P to Q 3rd 

If 5. P to K 5th, Black plays Kt to B 4th and then to JLi eth. 

6. P to Q 4th 

6. P takes P 6. Kt takes P 

7. P to Q B 4th 7. Kt to K 6th 

8. B takes Kt 8. P takes B 

9. P to Q 4th 9. B to K Kt 5th 

Black has a fine game. 

Game XXXIX. 

Between Messrs. Morphy and Bird. 

White (Mr. M.) Black (Mr. B.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Kt to K B 3rd 3. B to K 2nd 

4. B to Q B 4th 4. B to K R 5th (ch) 

5. P to K Kt 3rd 

Notwithstanding K to B sq is considered the hetter move, • grett manj tttidc* 
ing players prefer the one in the text. 

5. P takes P 

6. Castles 6. P takes P (ch) 

7. K to R sq 7. P to Q 4th 

8. B takes P 8. Kt to K B 3rd 

9. B takes K B P (ch) 9. K takes B 

10. Kt takes B 10. R to K sq 

B to K B sq is better. 

11. P to Q 3rd 11. B to K R 6th 
22. Q to K E 5tK ^cla.^ 

A fine move, ^;Kmm'g %. ^<(yA «XXax^. 
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12. E to Kt sq 

13. B takes Kt 18. P takes B 

14. Kt to Q B 8rd 14. B to K 4th 

15. Q to K B Srd 15. Qto Q ^d 

16. B to K B 4th 16. Kt to Q B 8fd 

Black's last two moves were well played, bringing his pieces out. 13L^ he en- 
leaToured to save the exehange his gsme would have been muck cramped; 

17. K takes P 17. B to K Kt 5th 

18. B to K Kt sq 18. P to K B 4th 

19. B takes B 19. P takes B 

20. Kt to Q 5th 20. Kt to Q 5th 

21. Kt to K B 6th (ch) 21. K to B sq 

22. Q to K Srd 

Threatening mate. 

22. Q to K Kt 2iid 

23. Kt takes B P 23. Q to K B 2nd 

24. B takes B 24. Q takes Kt 

25. Q to K B Srd 

The best move to preserve his advantage; it threatens to win tbiS Queen, and 
rotects both Book and Knight. 

25. Kto B 2nd 
The only move. Suppose— 

26. Q to B 2nd 

26. Kt to Kt 6th (eh) 26. K to Kt 2nd 

27. BtoB4th 27. QtoKtfq 

28. KttoK7th 28. QtoKM 

29. BtoB7th(ch) 29. KtoBsq 

If Kto B 3rd, Qto R 4th, matt. 

dO. BtoBSth (ch) dO. KtakesKt 

81. Qtakes Q (cdi) 81. K takes Q 

82. B takes B^ and wins. 

26. PtoQB3rd 26. KttoK3rd 

27. B to Kt 6th 27. B to K sq 

28. B takes Kt 28. B takes B 

29. Q takes B 29. Q takes Kt (ch) 

30. Q to B3rd 30. Q takes Q (ch) 

31. K takes Q 

The end game is very instructive, and should be attentively studied. 

31. PtoQB4th 

32. KtoKt4th 32. KtoKt3rd 

33. K to B 3rd 33. K to B 3rd 
34.KtoK3rd 34. KtoK8rd 

35. P to Q 4th 35. P takes P (ch) 

36. P takes P 36. P takes P (ch) 

37. K takes P 37. K to Q,^td 

8 
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38. P to K 6th (oh) 88. K to K 3rd 

39. K to K 4th 39. K to K 2iid 

40. K to Q 5th 40. K to Q 2nd 

41. P to K 6th (ch) 41. K to K 2nd 

42. K to K 5th 42. P to R 3rd 

43. P to B 3rd 43. E to K sq 



44. K to Q 6th 



And Black resigned. 



Game XL. 

Between Herr Yon H. der Laza and Herr J- 



Whitb (Herr H. D. L.) Black (Herr J.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. Xt to K B 3rd 3. B to K 2nd 

4. B to Q B 4th 4. B to K B 5th (ch) 
6. P to K Kt 3rd 5. P takes P 

6. Castles 6. P takes P (ch) 

7. K to B sq 7. B to K B 3rd 

F to Q 4th is pTeferable. 

8. Kt to K 5th 8. B takes Kt 

9. Q to K B 5th 9. Q to K 2nd 

10. R takes Z B P 10. Q to Q B 4th 

11. R to Z B 8th (donb. ch) 11. K to K 2nd 

If £ take B, Q, of course, mates. 

i2. P to Q 4th 12. Q takes P (best) 

Suppose— 

12. QtakesB 

15. Q(oE8ih(eh) 13. EtoQSrd 
14. Q takes B (oh) 14. K to B 3id 

16. KttoQBdrd 16. PtoQSrd 

If QtoQKt5th,BtoQB2nd wins. 

16. Et takes Q 16. P takes Q 

17. Kt takes F (di) 17. K to Kt 3rd 

18. B takes B 18. P to K B 3rd 

19. Kt to K B Srd 19. B to K B 2nd 

20. B takes Kt, and wins. 

13. B to E: Kt 5i;h (ch) 13. £t to K B 3rd 

A bad move. Should play K to Q Srd. Suppose^ 

13. K to Q Srd 
14.KttoQ2nd \4uKttoKB8rd 
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15. Q to E B 7th 15. Kt takes P 

16. B to K 3rd 16. £t to £t 6th (oh) 

17. K to £t 2nd 17. Q takes B 

18. Q to Q6th (ch) 18. K to K 2iid 

19. Q to K B 7tti (ch) 19. K to Q drd 

20. Q to Q 5th (oh), and draws by perpetual check. 

14. B takes Kt (ch) 14. P takes B 

If— 

14. EtoQSrd 

15. B takes B (ch) 15. Q takes B 

16. Q takes Q (ch), followed by B takes B> and wins. And if B take 
the same variation as ui the game results. 

16. QtoKB 7th (ch) 15. KtoQSrd 

16. Kt to Q B 3rd 16. B takes B 

17. Q takes B (ch) 17. K to B 3rd 

18. Q to QKt 4th 18. P to Q 4th 

If— 

18. P to Q Kt 4th 

19. B to Q 6th (ch) 19. Q takes B 

20. P takes Q (ch) 20. K moves 

21. Q takes P. Mate. 

19. B to Kt 6th (ch) 19. K to Kt 3rd 



20. Kt to B 4th 



Mate. 



King's Bishop's Gambit. 

The attentioxL of analysts has been especially devoted to this 
dautifol opening, and the result of their labonrs has been to show 
lofe in all probability it is a perfectly safe attack. If Black defend 

by checking with his Queen on tne third move he is subjected 
» a most galnng assault for a length of time, and can barely hopje 
» make a drawn game in the end ; while if he ^ye up the Gambit 
awn he cannot secure any advantage sufficient to decide the 
>nteBt. 

Game 1. 

Whitb. Black. 

1. F to K 4th 1. F to K 4th 

2. F to K B 4th 2. P takes P 

3. B to Q B 4th 3. Q to K B 5th (oh) 

Hack has several other moves at his command here ; see Game IL 

4. KtoBsq 4. F toKTLt 4\i\sLVa^VJ>^ 
B.mtoQJi3rd 5. BtoKXit^-aL 
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6. PtoQJjfch 6. PtoQ3rd(Var.A) 

7. Kt to E B 3rd 7. Q to K B 4iih 

8. P to £ B 4th 8. P to £ B 3rd (best) 

9. P to £ 5th 9. P takes IL P 

10. Kt takes P (c) 10. Q takes Q (ch) 

11. Kt takes Q 11. B to K 3rd 

12. B takes B 12. P takes B 

13. Kt to K Kt 6th 13. B to K B 2nd 

14. B P takes P 14. B takes Q P 

15. P takes B P, with a slight adyaatage, 

(a) 

4. Kt to K B 3rd 

5. Kt to K B 3rd 5. Q to K B 4th 

6. PtoQ4th 6. PtoQ4th 



7. B takes Q P 



Even game. 
(&) 




4. Kt to Q B 3rd 

5. P to Q 4th 5. P to K Kt 4th 

6. P to K Kt 3rd 6. Q to B 3rd 

7. P to K B 4th 7, P to K B 3rd 

8. Kt to K B 3rd 

Even game. 

(c) 

10. Kt to Q 5th 

This move, which introduces the Petroff Attack^ is considered 
somewhat stronger than Kt takes P. 

10. K to Q sq 

11. Q P takes P (Yar. B) 11. B to Q 2nd 

12. K to Kt sq 12. Q to K Kt 3rd 

If 12. P to Kt 5th, White replies with 13. Kt takes K B P and 
14. B to Q 3rd, winning the Queen. 

13. B P takes P 13. P takes P 

14. B takes B 14. B takes B 

15. K Kt takes P 

After this sacrifice, which was invented by Petroff, the Bussiaa 
player, Black cannot do more than draw the game, and the slightest 
mistake on his part will lose it. 

15. Q takes Kt 

If 15. K B takes P, ^m^Y^e^ iq^sk^^ \^. C^^\» takes K B P,attd 
7. XKt takesKBP ^c'hVm>ik«i«^'eiTL^^^\Ja^ 
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16* Q B takes F 16. Q to K B 4iih (best) 

17. P to K 6th 17. P takes P 

18. Kt takes Q B P 18. Q to Q B 4th (ch) (best 

19. E: to B sq 19. Q takes B 

20. Q to Q 6tk 20. P to K 4th 
2L B to Q sq 21. P takes B 

22. Kt takes B 22. Et to K 2iid 

23. Q takes Q Kt (oh) 23. Kt to Q B sq 

If 23. Q to Q B sq, White plays 24. Q takes B P. 

24. Q takes Kt P, with the better game. 

Yasiatiok a. 

Owing to the tremendous attack obtained by the first player in 
le Petroff Yariation, Black declines to expose himself to it, and 
1 move 6 Taries his play, for the purpose of evading it, as 
»]1owb: — 

Wmrs. Black. 

1. P to K 4th 1. P to K 4di 

2. P to K B 4th 2. P takes P 

3. B to Q B 4th 3. Q to K B 5th (ch) 
4.KtoB8q 4.PtoKKt4th 

5. Kt to Q B 3rd 5. B to K Kt 2nd 

6. P to Q 4th 6. Kt to K 2nd 

This is the move by which the Petroff Attack is evaded. 

7. Kt to K B 3rd 7. Q to K B 4th 

8. PtoKB4th 8. PtoKB3rd 

9. P to K 5th 9. P to K B 3rd (beet) 

10. B to K 2nd 10. Q to K Kt 3rd 

11. B to Q 3rd 11. P to K B 4th 

12. B P takes P 12. B P takes P 

13. B takes B 13. B takes B 
14.PtoKKt3rd 14. Q to K B 4th (best) 

15. KtPtakesP 15. QtoB6th(ch) 

16. K to K B 2nd 16. P to K Kt 5th 

17. Kt to K Kt sq 17. Q to B 7th (ch) 
1& K to B sq 18. P to Kt 6th 
19. B to K 3rd 

White has at least an equal game. 

Yabiatiok B. 

Whus. Black* 

l.PtoK4th 1. PtoK4\k 
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S.Bv>QB4di 3.QtoKB5<ih(d[i) 

4.E:toBM 4. PtoKKtith 

SuKitoQB&d &BtoKKt2iid 

6.PioQ4ch 6.PtoQard 

7. KxtoKB&d 7.QtoKB4ai 

aPu>KB4ch &PtoKB3rd 



V. P to K Ml 9. P tekoB K P 

10. Kt K> Q 5di la K to Q aq 

U. K to Kx sq 

TUs TmrwaoB, Grimm's Attack, is rery powerfoL 

U. Q to K Ki &nd 
liLKxtakesKP 12. QtoKB4tii 

If liL B takes Kt. Wliite xvukn iritli Q P, thratening a 



laQtoKBMh 13. BtoK9id(a) 

14. B P tikes P 14. B P tiJoes P 

l.V Q takes B 15. B takes Q 

16. B takes B 1& P to K B 3rd 

17. BioQSrd 17. Q takes B 
1& £t tab» (^ with a winning game. 

(a) 

13. B takes Kt 

14. P takes B 14. P to Q B 3id 

15. B to Q ^d 15. P takes Ki 

16. B takes P 16. £x to Q B ftrd 

If— 

16. QtoKEJkSrd 
17. PtakesP 17. QtakesQ 

IS. B takes Q> ^th a groat adTantage. 

17. P takes P 17. B to K 3rd 
IS. B takes B IS. P takes B 

19. B to K B sq 19. Q takes Q B P 

20. BtakesKBP 20. QtoQB4th(di) 

21. E: to B 2nd 21. Kt takes P 

22. P to K Kt 6th, and wins. 

Game H. 

Whus. Biack. 

1. P to K 4th 1. P to K 4th 

2.PtoKB4th 2.P takes P 

3.BtoQB4th 3. PtoQ4th 

In this game will be examined the defoices which may ^ 
adojpted instead of checkxuk^mxSEL \3ki<& ^^esol. For ths rest, see 
Fanstioiis A, B, C» andD. 
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4. B takes F (e) 4. Kt to E B 3rd 

5. Kt to E: B 3rd (a) 5. Kt takes B 

6. F takes Et 6. Q takes P 

7. Et to Q B 3rd 7. Q to E B 4dL 

8. P to Q 4th 8. B to Q 3rd 

9. Q to E 2iid (ch) 9. E to Q sq 

10. Castles 10. P to E Et 4th 

11. Q to Q Et 5th 11. P to E B 4th 

If IL P to E B 3rd, White answers with 12. Et to E 5th. 

12. Q to Q5th 12. Et to Q B 3rd 

13. EttoE5th 13. BtoEBsq 

14. B to Q 2nd 14. Et to E 2nd 

15. Q to Q B 4di 15. B to E B 3rd 

16. QBtoEsq 16. PtoQBSrd 

17. EttoQB4th 17. BtoQ2nd 

18. EttoQB5th 18. BtoQBsq 

19. B to E B 3rd 19. P to E Et 5th 

20. B to Q Et 3rd 20. P to Q Et 3rd 

White is a Pawn short, but has an equivalent in position. 

(a) 

5. Et to Q B 3rd 5. B to Q Et 5th 

6. Q to E B 3rd 

6. E Et to E 2nd is the proper move, with an even game. 

6. Q to E 2nd (best) (b) 

7. E Et to E 2nd 7. P to Q B 3rd 

8. BtoQEt3rd 8. PtoEEt4th 

Black has the advantage. 

(h) 

6. Castles 

7. E Et to E 2nd 7. P to Q B 3rd 

8. B to Q Et 3rd 8. B to E Et 5th 

9. Q takes P 9. B takes E Et 

10. Et takes B 10. B to E sq 

11. P to E 5th 11. Q to E 2nd 

12. P to Q B 3rd 12. B to Q B 4th 

13. P to Q 4th 13. B to Q Et 3rd 

14. B to E 3rd 14. Et to Q 4th 

15. B takes Et 15. P takes B 

16. B to E B sq, with the better game. 

ic) 

4. P takes P 4. B to Q,^t^ 

5. KttoKBSrd 5, BtoE^'Kl^^Vjl^ 
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€. Castilet 

7. Pto 

8. Bto 

9. Pto 

10. Kt to 

11. Ktto 




6. Et to K 2iid 

7. Kt to Q 2iid 
a PtoKKt4th 
9. PtoQ£t3rd 

10. CastleB 

11. PtoKBSxd 

Ctbd gmno. 

5. Et to K 2iid 
<(. Kt to Q B ftrd 6. CastleB 

7. Castles 7. Elt to Q 2nd 

8. PtoQ4tli a£ttoQKt8rd 

9. BtoQKtSrd 9. BtoKEtdth 
10. Q Kt to K 2iid, with the advantage. 

For other movee in this Toriatkm see IllnstratiYa Game XHH 



White. 



Yabiahok a. 

Black. 
3. P to Q Kt 4th 



4. B to Q Kt 8rd (a) 

For the consequences of 4. B takes Et P see Blnstratm Gsno 
XLIV. 

4. QtoKB5th(ch)(5) 

5. K to B sq 5. B to Q B 4th 

6. P to Q 4^ 6. B to Q Kt 3rd 

7. P to Q B 3rd 7. Kt to K 2nd 

8. Kt to K B 3rd 8. Q to K B 4th 

9. Q B takes P, with a good game. 



4. B takes K B P (ch) 

5. Q to K B 5th (ch) 

6. Q to Q 5th (ch) 

7. Q takes B 

8. Kt to Q B 3rd 



(a) 



4. K takes B 

5. P to K Kt 3rd 

6. K to Kt 2nd 

7. Kt to Q B 3rd 



If— 

a P to Q 4th a Q to K B gfeh (ch) 

9. K to Q sq 9. B to Q B 3rd 

10. Pto(i5tli \Q.BtaCiB4th 

Bleuck 'baa t\i!^ ^^^^xiXaii^^ii. 
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8. Q to K B 5th (oh) 
9. KtoQsq 9. BtoQESrd 

10. F to Q B 4th 10. F to Q Kt 5th 

11. KttoQ5th 11. B to Q 3rd 

12. F to Q 4th 12. E Kt to K 2xid 

Black has the better game. 

(h) 

4. F to Q B 4th 

5. KttoQBSrd 5. FtoB5th 

6. B takes £ B F (ch) 

VThite can effectiTely adopt this Yariation now he has his Q Kt 

b. 

6. K takes B 

7. QtoKB5th(ch) 7. FtoKKtSrd 
a Q to Q 5th (oh) 8. K to Kt 2nd 

9. Q takes B 9. Q to K B 5th (oh) 

10. K to Q sq 10. Q to K B 7th 

11. K Kt to K 2nd 11. Q takes Kt F 

12. B to K Kt sq 12. Q takes B F 

13. Q takes Kt 13. F to K B 6th 

14. Q takes B 14. B to B 4th 

rhe advantage of White's Q Kt being on Q B drd is now 

15. Q takes Q F (oh) 15. Kt to K 2nd 

16. F to Q 4th 16. Q takes B (eh) 

17. Kt takes Q 17. F to K B 7th 

18. B to K B 6th (eh) 18. K takes B 

19. K to K 2nd, and wins. 

Hiis sprightiy game was won by Herr L. Fanlsen of Herren 
Lemke and W • Seifert, in consultation. 



Yabiatioh B. 
Wmm Black. 

3. F to KB 4th 

4. Q to K 2nd 4. Q to K B 5th (ch) 

5. K to Q sq 6. F takes F 

6. Q takes F (ch) 6. BtoK2nd 

7. F to Q 4th 7. Kt to K B 3rd 
aQtakesKBF 8. QtakesQ 

9. B takes Q 9. F to Q 4th 

10. BtoQKtdrd 10. Fto^B^t^ 

JEyen game. 
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Vakiatioh 0. 
White. Black. 

3. TtoKKtAik 

4. PtoKB^ih 4.BtoS:i:t2iid 

5. F to Q 4th 5. F to £ B 3rd 

6. F takes F 6. F takes F 

7. B takes B 7. B takes B 

8. Q to £ B 5th 8. Q to £ B 3rd 

9. F to £ 5th 9. Q to £t 2iid 
10. £t to £ B 3rd, with the better game. 

Yakiatiok D. 

White. Black. 

3. £t to £ B 3rd 

4. F to £ 5th (a) (5) 4. £tto £ 5th 

5. £t to £ B 3rd 5. F to Q 4th 

6. B to Q £t 3rd 

If— 

6. FtoQ3rd 6. £tto£Kt4lih 

7. B to Q £t 3rd 7. £t to £ 3rd 

Black has the advantage. 

6. £t to £ £t 4tli 

7. F to Q 4th 7. £t to £ 3rd 

Black has the better game. 

(a) 

4. F to Q 3rd 4. F to Q 4th 

5. F takes F 5. £t takes F 

6. Q to £ 2nd (ch) 6. B to £ 3rd 

7. B takes £t 7. Q takes B 

8. B takes F 8. B to Q B 4th 

9. B takes Q B F 

If 9. £tto£B3rd, Black plays 9. F to Q B 3rd, with iiie b^ 
position. 

9. Btakes££t 

10. B takes Q £t 

If 10. B takes £ B, Black moves 10. Q to Q 5th, winning' 

10. £BtoQ5th 

11. FtoQB^Td 11. B takes B 

12. F takes B \'L, ^\s2ss&F 
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i to Q B 3rd 4. B to Q Zt 5th 
to S: 5th 5. P to Q 4th 

to Q Kt 5th (ch) 6. P to Q B 3rd 
takes Kt 7. P takes B 

to S: 2nd (ch) 8. B to £ Srd 

takes P (ch) 9. Kt to Q B Srd 

t to S: B 3rd 10. Cajstles (c) 

takes P 11. B to £1 sq 

istles 12. P to Q B Srd 
to £ 2nd 

Even game. 

(c) 

10. Q takes P 
takes Q £t P 11. B to Q B sq 

b takes Q P 12. Q to £ B 4th 

fc to Q B 7th (ch) 

White has the advantage. 



Game XLI. 

Signer Dubois and the Doke of Brunswick, Oount 
b» and M. Jean Preti, consulting together. 

s (Signer D.) Black (Allies). 

to E: 4th 1. P to £ 4th 

to S: B 4th 2. P takes P 

to Q B 4th 3. Q to £ B 5th (ch) 

to B sq 4. P to £ £t 4th 

} to Q B Srd 5. B to £ £t 2nd 

to Q 4th 6. P to Q B 3rd 
P to Q 3rd or £t to £ 2nd is much better. 

} to £ B Srd 7. Q to B 4th 

to £ 5th 

b P to Q 4th, shutting out the action of White's K B on the weak 
n^a side. 

8. P to Q £t 4th 
to Q £t Srd 9. P to £ B Srd 

i to £ 4th 
tening £t to Q 6th (ch), after which Black cookl not castle. 

10. B to £ B sq 
to Q 5th 11. P to Q B 4th 

to£sq 

The winning move, play as Black may. 
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12. P to Q B 4tih 

13. B to Q and 13. P to Q Et 5th 

14. P to Q 6th 14. B to Q B 3rd (oh) 

15. £ to Et sq 15. Et to Q B 3rd 

16. Et to E B 6th (oh) 16. Et takee Et 

17. P takoB Et (dis. ch) 17. E to Q sq 

18. EttoE5th 18. PtoQBdth 

Suppose— 

18. Kt takes Kt 

19. Q takes Kt 19. P to Q B 6tli (<s) 
20.BtoKsq SO.KtoQBsq 

To avoid maie on ike siom, hy Qto K 8tA. 

21. Q to K 8th (ch) 21. K to Kt 2iid 

22. Q takes Q P (oh) 22. KtoKtSrd 

JfK toKitq,RtoK%th (c&) and R take§ Q B, mat&. 

23. QtoQB7th(ch) 28. KtoKt4th 

24. B to K 6th. Mate. 

(«) 

19. BtoQKt4tii 

20. BtoKsq 20.KtoQB8q 

21. B to Q 6th 21. B to Q B 3rd 

Topreveni the mate, Q toKSth. 

22. QtoK8th(oh) 22. EtoKt2iid 

23. B takes B (ch) 23. P takes B 

f/K takeB, Q takes R (ch), andwint. 

24.PtoQ7th 24. B takea Q (5) 

26. P takes B» queens, and wins. 



(») 

26. Q takes "R, and wins. 



24. £ to Q B 2nd 



19. Et takes Et (ch) 19. P takes Et 

20. Q to E 5th 20. P takes B 

Bad enough, but nothing can sa^e the game. 

21. Qtake8BP(ch) 21. EtoEsq 

22. B to E sq (ch) 22. B to E 7th 

If K to Q 2nd, White mates by Q to Q B 7th. 

23. Q to Q B 7th 

TVneateimi^ "? to Q, Tth^ mate. 
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If— 

28. B UikM Q P 
24.QtekMB 24.BtoQB2xid 

26. Q to QKt 8tti (eh), and wini. 

24 Q takes Q B P (ch) 24. B to Q 2iid 

25. Q to Q B 8th (oh) 25. B to Q sq 

26. P to Q 7th. Mate. 

Game XLIL 

Between Mr. Ldwenthal and the Ber. W. Wayte. 

Whitb (Mr. L.) Black (Mr. W.) 

1. PtoEl^th 1. PtoB:4th 

2. P to £ B 4th 2. P takee P 

3. B to Q B 4th 3. Kt to £ B 3rd 

This defcmce to the Buhop'i Oambit, wfaidi i« • grest &yoarite of Mr. Mor- 
I j*a, has been ■ometimefl called the " Tariitenhrin Befenoe," after the genileinan 
that name, of New York, who if Mid to hare ibit adopted it. Thii, howwrer, 
a zniitakey as Sarratt, in one of the Ramea in hia t r ea ti ae, girea it; and it waa 
lopted hy Mr. H., an opponent of McDonnell's; tibe latter, in replj, mored 4. 
t to Q S 3rd, which is reoommended at the preaent dar aa tibe oest tibe first 
ayer can adopt. See Walker'a " Oheaa Stndiea," Game 130. Colonel Be Haa- 
ikcsD, a Fmaaian, also published an anal jsia of it in tibe Beriin B ek a ehsM U mg , 
.1860. 

4. £t to Q B 3rd 4. Kt to Q B 3rd 

5. Kt to K B 3rd 5. B to Q £t 5th 

6. GastleB 6. P to Q drd 

7. Kt to Q 5th 7. Castles 

Tlda opening ia a good specimen of the beat morea on each rfde. Those made 
ne ' ' 



8. PtoQB3rd 8. BtoQB4th 
Not to Q B 4ih, or P to Q 4th would win tibe adfaneed K B P. 

9. Kt takes Kt (ch) 9. Q takes Kt 

10. P to (^ 4th 10. B to K Kt 5th 

11. Q to Q 3rd 11. BtoQKt3rd 

12. £ to B sq 12. Ktto K 2nd 

13. Kt to K Kt sq 13. Kt to Kt 3rd 

14. P to K Kt 3rd 14. Q B to S sq 

15. Q B takes P 15. Q to K 2nd 

16. Q B to K sq 16. Q to Q 2nd 

17. B to Q 2nd 17. K to B sq 

18. B to Q Kt 3rd 18. P to K B 4th 

19. P takes P 19. B takes B 

20. B takes B 

Up to tfaia pomt the nme haabeenearefollTCQndiieted on each aUe^hot'WU^ 
ere makea a miftefca; Ae should hare pkyedB takes 'B.,«nli^SbAy^^°^'^"^'^*^'^^ 
9w» bem quite equal JE[y the]iiOTein^tezi)»YoMa^MbeifiDa»C^ 
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20. Q B takes P 

21. Q to K 2nd 21. B to K 5th (ch) 

22. Kt to K B 3rd 22. Q to K B 4tih 

23. K to Kt 2iid 

White could not ayoid losing the ezehange, but b j thif play he oonyerto hii 
loss into that of a dear piece; B to Q sq was the proper move. 

23. B to Q 6th 

24. Q to K B 2iid 24. B takes B (ch) 

25. Q takes B 25. Q to K Kt 5th 

26. B to Q sq 

Too late now to save the game. 

26. B takes Kt 

27. Q to Q B 4th 27. Kt to K R 5th (ch) 

28. K to Kt sq 28. Q to K 5th 

And White resigned. 

White cannot now do more than win the exchange, leariog Black with a ebtf 
Knight ahead; he therefore resigns the game at once. 



Game XUII. 

Between M. Budzinsky and Mr. Morphy. 
White (M. B.) Biack (Mr. M.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P takes P 

3. B to Q B 4th 3. P to Q 4th 

4. B takes P 

If— 

4. P takes P 4. Kt to K B Srd (a) 

6. KttoQBdrd 6.BtoQ3rd 

6. P to Q 4th 6. Castles, with the better 

game. 

(«) 
Q to K B 6th (ch), although apparently the best plaj, is not good, e, g, .*— 

4. Q to K B 6th (ch) 
6. KtoBsq 6. P to KB 6th 

6. B to Q Kt 6th (ch) (&) 6. P to Q B 3rd 

7. Kt takes K B P, with the adrantage. 

(6) 
If Q to K sq (ch). Black exchanges Queens, and then P takes Kt P wiDa< 
And if— 

6. PtoQ4th 6. P takes P (ch) 

7. K takes P, and the WhitQ Kin^ is terribly exposed. 
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5. Kt to Q B 3rd 



£t to £ B 3rd is better. 



6. P to Q 3rd 

7. P takes Kt 

8. Q to KB 3rd 

8. BtakesEBP 

9. K Kt to K 2nd 



9. Kt to K 2nd 

10. P takes B 

11. PtoKKtSrd 

12. Qto£:£t2nd 



12. P takes Q 

13. B to K B sq 

14. K to Q sq 
16. E to K so 

16. K takes B 

17. B takes EBP 



If— 



5. B to Q Kt 5th 

6. Kt takes B 

7. Castles 



8. BtoKsq (ch) 

9. B to £ Kt 6th, and wins. 

8. R to K sq (ch) 
d. B takes Q kt (ch) 

10. QtoKE5th(ch) 

11. B to £ Kt 5th 



Suppose-^ 



12. B takes Q 

13. B takes Kt (ch) 

14. B to K B 7th (dis. ch) 
16. B takes B (ch) 

16. B takes Q P 

17. P to Q B drd, and wins, 

being a piece ahead. 



12. P to K B 6th 

^Heh better than taking the Knight on the more. For instance^ 

12. B takes Kt 

13. P takes Q 13. B to £ B 6th (dis. ch) 

14. K to B 2nd 14. B takes Q 

16. K takes B, and Black cannot win more than a Pawn. And taking 
1 the Book is still worse, as — 

12. B takes Kt (ch) 

13. Q takesB 13. B takes Q 

14. P takes Q, and Black has lost the exchange. 



13. P takes Q 

14. E to £ Kt sq 

15. K to Q sq 

16. B to KB 4th 



13. P takes Q 

14. B takes £t (ch) 

15. £t to Q 2nd 



appose P to K B 3rd, with the intention of preventing B to K B 6th 
itiuJly— 

16. PtoKBSrd 16.QBtoKsq 

17. PtakesB 



JfR %aU P, R idke»R {dis, e&), maU. 

17. B to K 8th (ch) 



la B takes B 
19. KtakesB 



18. B takes B (ol^) 

19. P queens (ch), and irina« 
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16. Q B to E aq 

17. B to K Kt 3rd 17. B to K B 7^ (cliB.di) 

18. £ to Q B sq 18. B to £ B 8th (oh) 

19. £ to Q £t 2nd 19. B to £ B 6th 

20. P to Q B 4th 20. £t to K4/&1 

21. B to £ sq 

If— 

21. B takes Et 21. B tiOM B 

22. PtoQiih 

A$ good at amfthing, 

22. QBtoKB4ih 
28. QBtoKtq 23. EtoBM 

24.PtoQB4ai 24.BtakeiQB 

26. BtaketB 26. B to £B8ti^«idwal. 

21. B takes £ B 

22. B takes B 22. £t to £ B 6th 

23. B to £ B 2nd 23. £t takes B 

24. B takes £t 24. B to £ 8th 

25. B to £ B 2zid 25. P to £t dth, qa&m 

26. B takes Q 26. B takes B 

And Black wins. 

In this game. White retigned after hie ojiponetU^i eleventA move, M Aspr*' 
babU continuation it interesting. 



Game XUV. 

Between Herr Anderssen and M. Kieseritzky. 

Whitb (HeiT A.) Bulck (M. K.) 

1. P to £ 4th 1. P to £ 4th 

2. P to £ B 4th 2. P takes P 

3. B to Q B 4th 3. P to Q £t 4tili 

This is the " Kieseritzky Defence '* to the King's Bishop's Gkunbit. The object 
of thA sacrifice of the P&wn is to prevent the attack of the Bishop upon the 
K B F, and erentuall j, by adyancing F to Q B 3rd and F to Q 4tii, to Imak up 
White's position in the centre. 

4. B takes P 4. Q to £ B 5th (ch) 
6. £ to B sq 6. £t to £ B 3rd 

6. £t to £ B 3rd 6. Q to £ B 3rd 

7. P to Q 3rd 7. £t to £ B 4th 

Intending Kt to K Kt 6th (ch)^ and, whether Fawn take Knight or not, 
winning the exchange. 

8. £t to £ B 4th 

Averting the loss of the exchange, for if now Kt to Kt 6th (eh)^^ White tikes 
with Pawn, supportine t^e 'SL&ieb.t *, and if Black then rc^y with P to K Kt 4ti^ 
Wliito moves B to £ & ^d, mm ^« QA^«ii\Ajg!&. 
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8. P to Q B 3rd 
9. Kt to K B 6th 9. Q to Z Kt 4th 

10. P to K Kt 4th 

Finely played, oommencing a beauti iil combination. 

10. Kt to K B 3rd 

11. E to K Kt sq 

To protect the Pawn. The object of the sacrifioe of the Bishop soon become^' 
parent. 

11. P takes B 

12. P to K R 4th 12! Q to Kt 3rd 

13. P to K E 5th 13. Q to Kt 4th 

14. Q to K B 3rd 14. Kt to K Kt sq 

To sare the Queen, otherwise lost. 

16. B takes K B P 15. Q to K B 3rd 

16. Kt to Q B 3rd 16. B to Q B 4th 

Hoping White would pause in his attack, to save the Book, giving time for 
t to K 2nd, allowing Black to castle in safety. 

17. Kt to Q 6th 

Time is everything now. White dare not relax, even for one move, and Black 
torn 18 compelled to defend himselfl 

17. Q takes Q Kt P 

18. B to Q 6th 

A splendid continuation of the attack. 

18. B takes B 

K— 

18. Q takes B (ch) 

19. K to K 2nd 19. Q takes B 

IfB take R, the variation plcofed in the game ensues, 

20. Kt takes K Elt P (ch) 20. K to Q sq 

21. B to Q B 7th. Mate. 

And if— 

18. B takes B 

19. Kt takes B (ch) 19. K to Q sq 

20. Kt takes K B P (ch) 20. K to K sq 

21. Kt to Q 6th (ch) 21. K to Q sq 

22. Q to K B 8th. Mate. 

19. P to K 6th 

A most admirable move, effectually shutting out the adverse Queen. This is 
f the highest order of Chess. Contrast the positions of the two forces — Black, 
oiwithstandin^ his immense ostensible superiority, is in reality ^^\ii\^tA^^l<(st 
Butj all his pieces are blocked up at home, quite out oi '!9\ay , «iidL\i<& onams^XtXs^ 
oj WMOoBee do more tbaa prolong the game ; Mb poiitk)!! Sa ^^^t«3c^« 

T 
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19. Q takes B (ch) 

20. K to K 2iid 

In "Horo DivanUnA," publitbad in 1868 bj Mr. EUjah WiHiaiiM, miti^i 
more at tlds (Mint is eiren m K to Kt 2nd. Had this, however, becm riajei 
Blade, by morinii: 20. B to Q Kt 2nd, would have averted the threatenfid mitt, 
and in all probability won the game. Captain Kennedy informs me, " I knev 
the £ame before it was printed by Williams, or, indeed, printed at all, and dis- 
tinctly recollect that White's more in question was, as 1 have stated, 20. K to 
K 2nd.'* 

20. Kt to Q R 3rd 

This, of course, is intended to pieTcnt 21. B to Q B 7th, mate ; bat it enablei 
White to finish the game in a beautiful style. Black had the choice of three 
other mores : by none of them, however, can he avoid speedy defeat In the 
first place : — 

20. Q takes K P (ch) 

21. B takes Q 21. P to K B 3rd (a) 

22. Kt takes K Kt P (ch) 22. K to B 2nd 

J/KtoQsq, WMte mates in two movei, b^ B takes B P (ck)j and Q takei Ki, 

23. B takes KBP 23. PtoKB3rd 

24. B to K 6th (dis. ch) 24. Kt to K B 3rd 

26. Q takes Kt (ch) 26. K to Kt sq 
86. Kt to K 7th (ch) 26. K to B8nd 

27. Q to K B 6th. Mate. 

(a) 

21. B to Q Kt 2nd 

B to Q B Srd leaves a mate in three moves. 

22. Kt to Q 6th (ch) 22. K to Q sq 

23. Kt takes B (ch) 

I/Q take K B P at once. Black plays B takes Kt, and saves the mote. 

23. K to Q B sq 

24. Kt to Q 6th (ch) 24. K to Q sq 

26. Q takes KBP 26. Kt to K B 3rd 

To prevent Q to K Sth, mate, 
26. Q to K 7th. Mate. 

In the second place : — 

20. B to Q Kt 2nd 

21. Kt takes Kt P (ch) 21. K to Q sq 

22. Q takes KBP ^ 

Were White's King on Kt 2nd he could not now make this move, on aceomU of 
Black's reply, 22. B takes Kt {ch), followed by Kt to Q B 3rd. 

22. Kt to K 6 drd (b) 

23. Q takes Kt (ch) 23. K to Q B sq 
' 24. Kt to K 7th. Mate. 

(ft) 

22. Q takes K P (ch) 
23. B takes Q '2&.^\.\AlL2nd 

I/Kito KB ^rd, mate follows oa oiKra^. 
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24. Kt to K 6th (ch) 24k. P takes Kt 

JfK to Q£8q,Kt takeg Kt, mate. 

25. Q takes Kt (ch) 26. K to Q B sq 

26. Q to Q B 7th. Mate. 

And in the third phice :•— 

20. 6 to Q B drd 

21. Kt takes K Kt F (ch) 21. K to Q eq 

22. Q takes K B P 22. Q takes K P (ch) 

23. B takes Q 23. K to Q B sq (e) 

24. Q to K B 8th (ch) 24. K to Q Kt 2nd 
26. Q to Q 6th 26. B to Q Kt drd 

26. Kt takes B 26. P takes Kt 

27. Q to Q B 7th. Mate. 

(c) 

23. Kt to K B drd 
24. Q takes Kt (ch) 24. K to Q B sq 

26. Q to Q 6th 26. K to Q sq 

26. Kt to K 6th 26. K mores 

27. Q mates 

Black has other moTes bj which he might vary his defence, but he cannot 
iape. The student will readily perceive White's proper play in each case. 

21. Kt takes Kt P (ch) 21. K to Q sq 

22. Q to K B 6th (ch) 22. Kt takes Q 
2d. B to K 7th. Mate. 

A fitting termination to perhaps the most brilliant game erer played. Black 
B a Qofwn, two Books, azul a Bishop against one Pawn, and yet cannot avoid 
) fatal result. 



King's Gambit Declined. 



To decline the gambit is not nearly so instractive to the yonng 
Etyer as to accept it, and if the most be made of the attack White 
II obtain a slight advantage. 

WmTB. Black. 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. P to Q 4th (Var. A) 

3. P takes P 3. Q takes P (a) (6) 

4. Zt to Q B 3rd 4. Q to K 3rd 

6. Kt to K B 3rd 5. P takes P (dis. ch) 

6. K to B 2nd 6. Q to Q Kt 3rd (ch) 

7. P to Q 4th 7. Kt to K B 3rd 

8. B to Q Kt 5th (ch) 8. P to Q B 3rd 

9. R to K sq (ch) 9. B to K 2nd 
10. B to Q B 4th 10. B \»'K.lL\»^>iJii 

Even game. 
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i. Kt to Kt 6th (dis. ch), White, after taking the Book, would 
great difficulty in liberating the Knight. 

8. B to E: 2nd 
9. Kt to K B 3rd 9. P to Q 3rd 

0. B to K 3rd 10. B to Q Kt 5th 

1. Q Kt to Q 2nd, with a better position. 

(a) 

3. P to Q 3rd 
L P to Q Kt 4th (h) 4. B to Kt 3rd 

K— 

4. B takes P 

5. P to Q B 3rd 5. B to Q E 4th 

6. B to Q B 4th 6. B to Q Kt 3rd 

7. P to Q 4th 7. P takes Q P 

8. P takes P 8. P to Q 3rd 

9. B to Q Kt 2nd 9. P to K B 3rd 
10. P to K B 5th, with the better game. 

5. B to Q B 4th 5. Kt to K B 3rd 

6. Q to K 2nd 6. Kt to Q B 3rd 

7. P to Q B 3rd 7. Castles 

3. P to Q 3rd 8. P takes P 
&. B takes P 9. P to Q 4th 

Black has the superior game. 

4. P to Q B 3rd 4. B to K Kt 5th 

5. B to Q B 4th (c) 5. B takes Kt 

K— 

6. Kt to K B 3rd 

6. P takes P 6. B takes Kt 

7. Q takes B 7. P takes P 

8. P to Q 3rd 8. Castles 

9. B to K Kt 5th 9. Q Kt to Q 2nd 

10. Kt to Q 2nd 10. P to Q B 3rd 

11. Castles (Q E) 11. P to Q Kt 4th 

12. B to Q Kt 3rd 12. P to Q E 4th 

13. Q E to K B sq 13. P to Q E 5th 

14. B to Q sq 14. P to Q Kt 5th 

15. Kt to Q B 4th, with a fine position. 

5. Q takes B 6. Kt to KB 3rd 

I TtoQKt 4th 7. B to Q,TSi,^T^ 
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(a) 

3. P takes K B P 

4. Kt to K B 3rd 4. Q takes P 

5. P to Q 4th 6. P to K Kt 4tli 

6. P to Q B 4th, with a strong attack. 



(h) 



4. 'B to Q Kt 5th (ch) (c) 

5. P takes P 

6. BtoQB4th 

7. P to Q 4th 

8. Kt to K 2nd 

9. B to Q Kt 3rd 
10. Q Kt to Q B 3rd 



11. Castles, with a little advantage. 



3. P to K 5th 

4. P to Q B 3rd 

5. P takes P 

6. Kt to K B 3rd 

7. Q Kt to Q 2nd 

8. Kt to Q Kt 3rd 

9. B to Q E 3rd 
10. B to Q Kt 5th 



4. P to Q 3rd 

5. Kt to Q B 3rd 

6. Q to Q 2nd (d) 

7. P takes P 

8. Q takes B 

9. K to B 2nd 
10. B to Q 3rd 



6. B to Q 2nd 

7. B takes B 

8. P takes P 

9. QtoK2nd 



(c) 

4. Q takes P 

5. B to Q Kt 5th 

6. Q to K 3rd 

7. B takes Kt 

8. Q takes P (ch) 

9. Kt to K B 3rd 
10. Q to Q B 3rd 

Even game. 



(d) 



6. B takes Kt 

7. P to K B 3rd 

8. Q takes P (ch) 



Even game. 



Variation A. 




White. 

1. :P to K 4th 

2. P to K B 4th 

3. Kt to K B 3rd 

4. P takes P 

5. Kt takes Kt 

6. PtoKKtStd 

7. QtoK2nd 

8. PtoQ4tli 



Black. 



1. Pto K4th 

2. B to Q B 4th 

3. Kt to Q B 3rd (a) 

4. Kt takes P 

5. Q to K R 5th (ch) 

6. Q takes K P (ch) 
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3. Kt to Kt 6tli (dis. ch), White, after taking the Book, would 
great difficulty in liberating the Knight. 

8. B to K 2nd 
9. Kt to K B 3rd 9. P to Q 3rd 

.0. B to K 3rd 10. B to Q Kt 5th 

11. Q Kt to Q 2nd, with a better position. 

(a) 

3. P to Q 3rd 

4. P to Q Kt 4th (h) 4. B to Kt 3rd 

K— 

4, B takes P 
6. P to Q B 3rd s! B to Q E 4th 

6. B to Q B 4th 6. B to Q Kt 3rd 

7. P to Q 4th 7. P takes Q P 

8. P takes P 8. PtoQ3rd 

9. B to Q Kt 2nd 9. P to K B 3rd 
10. P to K B 5th, with the better game. 

6. B to Q B 4th 5. Kt to K B 3rd 

6. Q to K 2nd 6. Kt to Q B 3rd 

7. P to Q B 3rd 7. Castles 

8. P to Q 3rd 8. P takes P 

9. B takes P 9. P to Q 4th 

Black has the superior game. 

4. P to Q B 3rd 4. B to K Kt 5th 

6. B to Q B 4th (c) 5. B takes Kt 

K— 

6. Kt to K B 3rd 

6. P takes P 6. B takes Kt 

7. Q takes B 7. P takes P 

8. P to Q 3rd 8. Castles 

9. B to K Kt 5th 9. Q Kt to Q 2nd 

10. Kt to Q 2nd 10. P to Q B 3rd 

11. Castles (Q R) 11. P to Q Kt 4th 

12. B to Q Kt 3rd 12. P to Q E 4th 

13. Q E to K B sq 13. P to Q E 5th 

14. B to Q sq 14. P to Q Kt 5th 

15. Kt to Q B 4th, with a fine position. 

6. Q takes B 6. Kt to K B 3rd 

7, PtoQKt 4th 7. B to (iTL\.^T^ 
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8. P to Q 3rd 

9. P to K B 6th 



.8. Q Kt to Q 2nd 
9. Q to K 2nd 

Black has a good game. 



(c) 



5. B to K 2nd (best) 

6. P to Q Kt 4th 

7. P to Q E 4th 

8. P to Q 3rd 

9. Kt to Q E 3rd 



5. Kt to Q B 3rd {dj 

6. B to Q Kt 3rd 

7. P to Q E 3rd 

8. Q to K 2nd 

9. Kt to K B 3rd 



10. Kt to Q B 4th, with the advantage. 



W 



6. B takes B 

7. P to Q Kt 4th 

8. P to Q Kt 6th 

9. P to Q 4th 

10. P takes P 

11. P takes P 

12. B to K 2nd 

13. Castles 

14. B to K B 3rd 
16. B to Q Kt 2nd 



6. B takes Kt 

6. Kt to Q B 3rd 

7. B to Q Kt 3rd 

8. QKttoK2nd 

9. P takes P 

10. P to Q E 3rd 

11. E takes P 

12. E to E 2nd 

13. Kt to K B 3rd 

14. Kt to Q B 3rd 
16. Castles 



16. K to E sq 

White's centre Pawns give him the better game. 



Game XLV. 

Between Mr. Morphy and M. Bomemann, the former playu^K 
this and seven other games simultaneously, all blindfold. 



White (Mr. M.) 

1. P to K 4th 

2. P to K B 4th 

3. Kt to K B 3rd 



Black (M. B.) 

1. P to K 4th 
2 B to Q B 4th 

3. P to Q 3rd 

4. B to K Kt 6th 



4. P to Q B 3rd 
6. B to Q B 4th 

B to K 2nd ie recommended as best. 




6. P takes P 



7. B takes K B F (ch) . 

8. Kt takes E.P ^c^ 



6. Kt to K B 3rd 
6. B takes Kt 



If— 



6. P takes P 

7. K takes B 

8. El moves 



9. Kt takes QB, mlVit\^\»\.\«t ^m«. 
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7. Q takes B 7. P takes P 

8. P to Q 3rd 8. Kt to Q B 3rd 

9. B to K Kt 6th 9. P to Q E 3rd 

10. Zt to Q 2nd 10. B to K 2nd 

11. Castles (Q E) 11. Q to Q 2nd 

12. £t to K B sq 

Xntending to plaj the Knight to K 3rd, firom which it may moye to Q 6th 
' K B 5th adyantageously. 

12. Castles (Q E) 

13. Zt to K 3rd 

B takes K B P would have been bad play. 

13. B takes K B P 13. Q E to K B sq 

14. B to Q Kt 3rd (a) 14. Kt to K Kt 6th 
16. B takes B (b) 16. It takes Q 

16. P takes E 16. Q takes B 

17. P takes Kt 17. Q to K Kt 6th (oh), and 

wins. 

(«) 
14. B takes Kt 14. B takes B, and wins. 

(ft) 
16. Q to K Kt 3rd 16. B takes B (eh) 

16. K to Kt sq 16. B to K B 3rd, and wins. 

13. P to K E 3rd 

14. B to X E 4th 14. P to K Kt 4th 

15. B to K Kt 3rd 16. Q E to K B sq 

16. Kt to Q 6th 16. Kt to K sq 

If— 

16. Kt takes Kt 

17. P takes Kt ' 17. Kt to Q E 4th 

18. B takes K P, with the advantage. 

17. P to Q 4th 

A capital move, securing the open diagonal for his Q B to attack Black's 
ing's position, and also obtaining presently an open file for his Q E. 

17. P takes P 

Black dare not allow his Pawn to be taken by Q P, as White in that case 
Quid Uireaten Kt to Q Kt 6th (ch), winning the Queen. 

18. P takes P 

White might also carry on the attack as follows : — 
18. B takes Q B P 

Threatening Kt to Kt 6th (ch)j winning the Queen. 

18. B to Q B 4th 

Hii onJg move to avert the threatened danger ; Ctto K Srd is emdenXV) of ira 
re, at Kt cheeks, opening the K B upon her majesty. 
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19. Xt to Kt 6th (ch) 19. B takes Kt 

20. B takes B, and wins the Q P. 

18. B to Q sq . 

19. K E to K B sq 19. Kt to Q 3rd 

20. B to Q Kt 3rd 20. Kt to Q Kt 4th 

21. Q to K 3rd 21. P to K B 4th 

Black did not calculate the eoosequenees of this move and the next, which km 
him the game at once. 

22. P takes P 22. B takes P 

B to K sq would haye been much better. 

23. Kt to Kt 6th (ch) 

This was overlooked by Black ; White now forces the gams. 

23. P takes Kt 
' 24. B to K 6th 

Suppose — 
24. BtakesB 24. Bto E:sq,andBlack«^v» 



If— 



his Queen. 



24. Q takes B 
26. Q to K 6th (ch) 25. Q takes Q 

26. B takes Q. Mate. 

24. B to Q 4th 

25. B to K B 7th 25. Kt to K 2iid 

26. K to Kt sq 

Now White takes possession of the open file. 

26. E to K sq 

27. B to Q B sq (ch) 27. Kt to Q B 2nd 

28. B takes Q (ch) 

1^0 more dallying, but the relentless finish. 

28. B takes B 

29. P to Q 5th 

Demolishing all hope. 

29. Kt to Q B 3rd 

If— 

29. B takes P 

30. Q to K 6th (ch) 30. K to Kt; sq (c) 

31. K B takes Q Kt 31. B takes B 

32. Q takes Q B, and wins. 

30. B to Q 2nd 

31. B takes Kt 31. B takes B 

32. BtoQsQ ^^.KRtoQsq 

33. B takes xLt, and wYDA. 
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30. P takes Kt 30. E takes Q 

31. P takes R (ch) 31. K to Kt sq 

32. 5 takes Kt (ch) 32. B takes B 

If K move, B takes B and -wins. 

33. R to K B 8th (ch) 33. Kto R 2nd 

34. B takes B, and White wins. 



Game XLVI. 

Between Messrs. Morphy and Lowenthal. 

White (Mr. M.) Biack (Mr. L.) 

1. P to K 4th 1. P to K 4th 

2. P to K B 4th 2. B to Q B 4th 

3. Kt to K B 3rd 3. P to Q 3rd 

4. P to Q B 3rd 4. B to K Kt 5th 

5. B to K 2nd 5. B takes Kt 

6. B takes B 6. Kt to Q B 3rd 

7. P to Q Kt 4th 7. B to Q Kt 3rd 

8. P to Q Kt 5th 8. Q Kt to K 2nd 

9. P to Q 4th 9. P takes B P 

This is hardly so good as P takes Q P. 

10. Q B takes P 10. Kt to K Kt 3rd 

11. B to K 3rd 11. Kt to K B 3rd 

12. Kt to Q 2nd 12. Castles 

13. Castles 13. P to K R 3rd 

14. P to Q R 4th 14. P to Q B 3rd 

15. Q to K 2nd 15. R to K sq 

16. Q to Q 3rd 16. P to Q 4th 
Badlj played; overlooking the attack afforded his opponent. 

17. P to K 5th 17. Kt to Q 2nd ' 

18. P to Q R 5th 

In ibe books hitherto published this more is giren as the nineteenth, bein^ 
leceded by 18. B to K B 6th. Mr. Staunton has pointed out that the latter is 
werj bad more at that point, as follows. Suppose — 

18. B to K B 6th 18. K E:t takes K P 

19. P takes Kt 

19. QtoKB Sthiso/noavaa, 

19. K B takes P 
90. Q B takes B 

20. B takei Kt 20, B tdke$ Q B 

21. B tahe$ KBB {ch) 21. £ to B tq^ 

Jmd White eamnot foos \%9 Qiie«». 
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90. Q takes B {A) 

21. K to B aq 81. K takes B 

And Blade has won two Pawna. Mr. Staunton goes on to obaerre tibift "it 
denotes ftrest careleoness or some want of perception in both ^ajeis that tte 
combination should have been oTerlo<^ed.'' It appears to me, bowerer, that by 
a simple mistake in taking down the game, the eighteenth and nineteenth nofei 
on each side hare been transposed. 

18. B to Q B 2nd 

19. B to £ E 5th 19. B to K 3rd 

We hsTe now precisely the came positicm as in the above Tariatian; lod 
through the simple alteration of the order of the moves we peroeiye that dw 
mode of plaj suggested was never possible, which is, I think, much more eon- 
ceivable than tlut two plajers like Morohj and Lowenthal both missed seeing 
such a palpable and easy combination. Black's last move, nevertheless, wai nol 
a good one; Q to K B 6th would have been much better. 

20. B takes K B F 

Find J played, and quite aoiuid. 

20. K takes B 

Kt to K B sq is recommended as prolonging the game; but it seonitoM 
that White still wins easiij. 

8iq>pose — 

20. Kt to K B sq 
81. Q B to E: B sq 21. B takes E P 

Hat Black a better move ? If— 

21. Kt takes R 

22. B takes Kt (eh) 82. KtoBsq 

23. B takes B, and wins. 

22. P takes B 22. Et takes P 

23. Q to E B 6th 23. Q to Q B sq 

I do not see a better move for the second player, and I think that White btf 
decidedly the advantage. Black evidently dare not play 23. Et takes B. 

21. Q to £ B 5th (ch) 21. E: to K 2nd 

22. B takes Kt 22. Q to K Kt sq 

23. B to K B 2nd 23. Kt takes K P 

Very bad; Black seems to have g^ven up all hope, and to have been snuooi 
for the end. Et to E B sq, though better, is still disadvantageous, e.g. .*— 

23. Et to E B sq 

24. B to E B 4th (ch) 24. E to Q 2nd 
26. B to E B 7th 26. P to E Et 3rd 

26. QtoKBsq 

26. B takes B (eh) 26. Kt takes B 

27. QtoB 7th (ch) 27. Kto QBsq 

28. Q takes Kt (eh), and itins. 

26. B tokes Q 26. P Ukes Q 

27. B takes B (c\i\ 27. E takes B 

And Wlnie Visa t^ f vvm. mo-t^, %sA «.\MXX«t v^u^ass^ 
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24. P takes Kfc 24. E to K B sq 

Making iMid worse, but he had little choice. 

25. B to Q B 5th (ch) 25. K to Q sq 

26. B takes E 26. E takes K P 

27. Q to K B 2nd 27. Q to £ 3rd 

28. P to Q Kt 6th 28. P takes P 

29. P takes P 29. Q takes B 

30. P takes B (ch) 30. K takes P 

31. EtoQKtsq 

And Black resigned. 
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SYNOPSIS OF CHAPTEE IX, 

The following are the prin^al openings when the second _ 
does not reply with 1. P to KT 4th, or when the first player does 
not move 1. P to SI 4th. 

Centeb Counter Gambit. 
PtoK:4th 



1. 



P to Q 4th 



Fbench Opening. 

^ P to K 4th 
' PtoK3rd 

Sicilian Opening. 

-^ P to K 4th 
' P to Q B 4th 

Irkegular Openings. 

P to Q 4th PtoQ4th P to K B^ 

'^' P to KB 4th -^'PtoKard ^' P to Z 515 

P to Q B 4th T Pto^B4th , P to Q B4th 

P to K 4th ' Pto Q'4th' ' P to QBlth 

FlANCHETTO DI Eb. 

P to K 4fh - PtoQ4th 



P to E: Kt 3rd ^' B to K Kt 2nd 

FlANCHETTO DI DONNA. 

P to K 4th PtoQ4th 



P to Q Zt 3rd B to QKt2nd 

Queen's Gambit Accepted. 

P to Q 4th P to Q B 4tj 

^' P to Q 4th ^' P takes P 

Queen's Gambit Declined. 

PtoQ,4tli P to Q B 4th 

■^- PtoQ,4t\i YXsi^dtd 
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CHAPTEE IX. 



ve hitherto examined only those openings in which White 
by moving P to K 4th, and Black repUes with the same 
)n his part. We now come to those in which a variation is 
•n his first move by either of the players. In the previous 
js it will have been noticed that Black is from the oom- 
nent subject to an attack of more or less intensity ; but this 
the case m the majority of the succeeding openings, for, by 
g to play 1. P to K 4th, Black prevents an attack being 
lately organized, and reduces the game to something like its 
i state, when the Pawns .were restricted to one square on 
rst move, and the encounter was decided, not by a dashing, 
ous assault, but by a series of crafty manoeuvres and am- 
es. This possibly gives a higher tone to the partie, but it 
Drives it of much of the interest inseparably associated with 
Dold contest. 



Centre Counter Gambit. 



defence is not frequently adopted, as it results in an nn- 
kble game for the second player. 

White. Black. 

. P to K 4th 1. P to Q 4th 

. P takes P (best) 

K— 

2. P to K 6th 2. P to K 3rd 

3. P to Q 4th 3. P to Q B 4th 

we have a position of the French Opening which is un- 
ible for the first player. 

2. Kt to K B 3rd (Var. A) 

. B to Q B 4th (a) {b) 3. Kt takes P 

P to Q 4th 4. P to K 3rd 

. Kt to Z B 3rd 6. B to Q 3rd 

. Castles 6. Castles 

BtoQ3rd 7. BtoKB^^ 

QKttoQ2nd 8. ILt, to Q.'B ^t^ 
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9. P to Q R 3rd 9. Kt to K B 3rd 

10. Kt to K 4th 10. B takes B 

11. B takes B 11. Q to £ 2iid 

12. B to K sq, with the better game. 

(a) 

3. F to Q 4th 3. Kt takes P 

4. P to Q B 4th 4. Kt to K B 3rd 

5. Kt to Q B 3rd 5. B to K B 4th 

6. Kt to K B 3rd 6. P to K 3rd 

7. B to K 3rd 7. B to Q Kt 5th 

8. Q to Q Kt 3rd 

If— 

8. Q to Q B 4th (ch) 8. Kt to Q B 3rd 

9. Kt to K 5th 9. Castles 

10. Kt takes Kt 10. B takes Kt (ch) 

11. P takes B 11. P takes Kt 

Even game. 

8. B takes Kt (ch) 

9. P takes B 9. B to K 5th 

10. Kt to Q 2nd 10. B to B 3rd 

11. B to Q 3rd, with the better game. 

(h) 

3. B to Q Kt 5th (ch) 3. B to Q 2nd 

4. B to Q B 4th 4. P to Q Kt 4th 

5. B to Q Kt 3rd 5. B to K Kt 5th 

6. P to K B 3rd 6. B to Q B sq 

7. Q to K 2nd 7. P to Q R 3rd 

8. P to Q B 4th 8. P to Q B 4th 

9. Ptakes P 9. P to Q R 5th 

10. B to Q B 4th 10. Kt takes P 

11. Kt to Q B 3rd, with the better game. 



Variation A. 
White. Black. 

1. P to K 4th 1. P to Q 4th 

2. P takes P 2. Q takes P 

8. Kt to Q B 3rd 3. Q to Q sq (Var. B) 

For the conaeqaeoLcea ol ^. ^ ^ ^ ^ ^tNii. ^<^ Illustrative 
Game XLVn. 
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4. P to Q 4th 

5. Kt to K B 3rd 

6. B to Q 3rd 

7. Castles 

a B to K 3rd 
9. Kt to K 5th 

10. P to K B 4th 

11. Kt to K 4th 

12. B to K B 2nd 

13. P to Q B 3rd 

14. Q to K B 3rd 

15. Q B to K sq 

16. Q P takes B 



4. P to K 3rd 

5. B to Q 3rd (a) 

6. Kt to K 2nd 

7. P to K E 3rd 

8. P to Q B 3rd 

9. Kt to Q 2nd 

10. Kt to K B 3rd 

11. Kt to K B 4th 

12. B to Q B 2nd 

13. Kt to Q 4th 

14. Q to K 2nd 

15. B takes Kt 



And White wiU play either 17. B to Q B 5th or 17. P to K Kt 4th, 
ith a fine attack. 



(a) 



6. B to Q 3rd 

7. Castles 

8. B to K 3rd 

9. Kt to K 5th 

10. P to K B 4th 

11. Q to K 2nd 

12. Kt takes Kt 



5. Kt to K B 3rd 

6. B to K 2nd 

7. Castles 

8. P to Q Kt 3rd 

9. B to Q Kt 2nd 

10. Q Kt to Q 2nd 

11. Kt to Q 4th 

12. P takes Kt 



13. B to K B 3rd, with the better game. 



Yakiation B. 



White. 

1. P to K 4th 

2. P takes P 

3. Kt to Q B 3rd 

4. B to K 2nd 



Black. 



1. P to Q 4th 

2. Q takes P 

3. Q to K 4th (ch) 

4. B to K Kt 5th 



If 4. Kt to Q B 3rd, White answers with 5. Kt to K B 3rd, and, 
n Queen going to K B 3rd, 6. Kt to Q Kt 5th, with the 
dTantage. 



6. P to Q 4th 

6. P to Q 5th 

7. P to K B 4th 

8. K Kt takes B 

9. Kt to K 4th 

10. K Kt to Q B 3rd 

11, Castles, with a fine game. 



5. Q to K 3rd 

6. Q to K 4th 

7. B takes B 

8. Q to Q 3rd 

9. Q to Q Kt 5th (ch) 
10. PtoK^T^ 
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Game XLVII. 

Between Mr. Morphy and Herr Anderssen. 
White (Mr. M.) Black (Herr A.) 

1. P to K 4th 1. P to Q 4th 

2. P takes P 2. Q takes P 

3. Kt to Q B 3rd 3. Q to Q E 4th 

4. P to Q 4th 4. P to K 4th . 

5. P takes P 5. Q takes P (ch) 

6. B to K 2nd 6. B to Q Kt 5th 

7. Kt to K B 3rd 

Sacrificing his Pawns, as in this instance, in order that he nay 
bring out his pieces, is a distinguishing feature of Mr. Morphy's play. 

7. B takes Kt (ch) 

8. P takes B 8. Q takes P (ch) 

9. B to Q 2nd 9. Q to Q B 4th 

10. E to Q Kt sq 10. Kt to Q B 3rd 

11. Castles 

Despite his deficienoy of a Pawn, White has now a fine gtme* 

11. Kt to K B 3rd 

12. B to Q B 4th 12. Castles 

If Kt to Q 4th or Q to Q B 4th, White answers with B to Q Kt 6Ai*i^ 
the adyantage. 

13. B takes P 13. Kt to Q 5th 

14. Q takes Kt 14. Q takes B 

15. B to Q 3rd 15. B to Kt 5th 

16. Kt to Kt 5th 16. K E to Q sq 

17. Q to K Kt 4th 17. B to B sq 

If— 

17. P to Q Kt 8rd 

18. Kt takes K B P 18. Kt takes Kt 

19. Q takes B, with the better game. 

18. K E to K sq 18. P to Q E 4th 

19. Q to K 7th 19. Q takes Q 

If- 

19. B to Q 2nd (a) 

20. Q to K 8th (ch) 20. Kt takes Q 



21. B takes Kt. Mate. 



^a^ 



20. Q takes B P (ck^ '^. ^\ft^ vv 
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SLStoKrth ai. KttoKsq(6) 

Sa.QioKB6Ch 22. KtoKtsq 

83. Q takes BP (eh) 23. Ktofiaq 

94. B to B rth. Mate. 



21. BtoKKtaq 



». QtoQKtSid 

Threatemng Kt to K B 7ih, mate. 

22. P to K Kt Srd 
I/B toKtq,R takes Q, and Mme. 

83. Q to K B 7th 23. Q takes K B P (eh) 

84. K takes Q 24. Kt to K Kt 6th (ch) 
86. KtoKtsq 26. KttoKB3rd 

86. Q takes BP (eh) 26. KttakesQ 

87. BtakesKt. Mate. 

20. B takes Q 20. Kt to Q 4th 

21. B takes B P (ch) 21. £ to B sq 

If— 

21. K to B sq 

88. BtakesBP(ch) 22. KtoKsq 

83. B to K sq (oh) 23. B to K 3id 

84. B takes B (oh) 24. Kt to K 8nd 
86. QBtakesKt. Mate. 

22. B takes B P 22. Kt to Q B 6th 

23. B to K sq 23. Kt takes B P 

24. BtoKB4th 24. BtoQB3rd 

25. B to Q 3rd 

And Black resigned. 

nte^ it will be seen, attacks the Q B, and at the same time threatens Kt 
B 7tii (oh), ^winning the K B. The^ cannot both be saved, and Black has 
Eore no ehanee. The termination is instmotiYe. 



French Opening. 



lis is considered the best defence that can be adopted, as 
relj destroying the advantage of the first move. 

White. Black. 

1. P to K 4th 1. P to K 3rd 

2. P to Q 4th (Var. A) 2. P to Q 4th 

3. P takes P (b) (c) 3. P take^"? 
4.KttoKB3rd 4. KttoTL'B^T^ 

U 
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5. B to Q 3rd 6. B to Q 3rd 

6. Castles 6. Castles 

7. Kt to Q B 3rd (a) 7. P to Q B 3rd 

8. B to K Kt 5th 8. P to K E 3rd 

9. B to K R 4th 9. B to Z Kt 5th 



10. PtoKESrd 



Even game. 



(a) 

7. B to K Kt 5th 7. B to K Kt 5th 

8. Q Kt to Q 2nd 8. Kt to Q B 3rd 

9. P to Q B 3rd 9. P to K R 3rd 

10. B to K B 4th 10. B to K B 5th 

11. Q to Q B 2iid 11. Q to Q 3rd 

Even game. 



3. Kt to Q B 3rd 



(h) 



This move, lately invented by Herr L. Paulsen, seems to be at 
the least as good as the ordinary 3. P takes P. Suppose— 

3. B to Q Kt 5th 

4. B to Q 3rd 4. Kt to K B 3rd 

5. B to K Kt 5th 5. P to K R 3rd 

6. B takes Kt 6. Q takes B 

7. Kt to K B 3rd 7. Kt to Q B Srd 

8. Castles 8. B takes Kt 

9. P takes B 9. P takes P 
10. B takes P, with an excellent game. 

(c) 

3. P to K 5th 3. P to Q B 4th 

4. B to Q Kt 5th (ch) 4. Kt to Q B 3rd 

5. P to Q B 3rd 5. Q to Q Kt 3rd 

6. B takes Kt (ch) 6. P takes B 

7. Kt to K B 3rd 7. P takes P 

8. P takes P 8. B to Q R 3rd 

9. Q Kt to Q 2nd 9. P to Q B 4th 

Black has the advantage. 

Vakiation a. 
Whitb. Black. 

1. P to K 4th 1. P to K 3rd 

2. P to K B 4tli 2. P to Q 4th 

3. P takes P ^.^\»ka^^ 

4. JKt to K B 3rd A..^ \»^^^ V^ 
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to Q 4th 5. Kt to Q B 8rd 

to Q B 8rd 6. Kt to K B 3rd 

to Z 3rd 7. Q to Q Kt 3rd 

Black has a somewliat preferable game. 

Game XLVIII. 

Between Messrs. H. Jones and Janssen. 

rs (Mr. Jones). Black (Mr. Jan.) 

to K 4tli 1. P to K 3rd 

to Q 4th 2. P to Q 4th 

takes P 3. P takes P 

to Q3rd 4. Kt to K B 3rd 

t to KB 3rd 6. B to Q 3rd 

to K 3rd 6. B to K 3rd 

Eutles 7. Castles 

t to £ 5th 8. B takes Kt 

takes B 9. Kt to £ Kt 5th 
to Q 4th 

Bbck to brings out his Q Kt, by which the pushing^ forward of the 
B Queen's side will be for some time at least preyented. 

10. Kt to Q B 3rd 
to Q B 5th 

p is well posted here, and will be found to exert an immense influence 
est of the game. 

11. E to K sq 
to K B 4th 12. P to Q 5th 

looks yeiy ugly for White, but the counter attack saves him. 

t to Q 2nd 

> more upon which White relied when he allowed Black to get his 

;th. 

13. Kt to K 6th 
to K R 5th 14. P to K Kt 3rd 

to K R 6th 15. Kt to K Kt 5th i 

play Kt takes B, on account of the reply of Kt to K4th, followed by 
th (ch), winning at once. 

to K B 3rd 16. K Kt takes K P 

to K B 5th 17. B to Q B sq 

Suppose — 

17. Kt takes B (a) 
P takes B 18. KtioK4^ 

yxt take B,P takes :P(ch\ and P takes B, a«id idwm. 



292 THE BOOK OF CHESS. 

19. P tekes P (eh) 19. Kt takes P 

20. B tekes Kt 20. K tekea B 

21. Q tekes B P (oh) 21. K to K did 

22. Q takes Kt P (ch) 22. KtoQith 
28. P to QKt4ith, with a winning attack. 

• («) 

17. P takea P 

B takst P retulU in the ioms poHtum, 

18. B takea P 18. B takea B 

19. B takes B 19. Q to Q 2nd 

20. B to Kt 6th (eh) 20. K to B sq 

21. Q to Q B 6th 21. Kt to K Kt 3rd 

IfBtoKKtsqorPtoKBSrdorUh, White eheeU with Qim 
K B 6th, and tnatet next move. 

22. BtoKBSth 22. PtoKB4th 
IfKt to K B $q,B takee Kt, and matee in a move or two. 

23. Q takes Kt, and wins. 

18. Kt to K 4th 18. P to K B 3rd 

19. Q to £ B 4th 19. P to K Kt 4th 

20. Q to K B 6th 20. Kt to K Kt 5th 

21. (J to K B 5th 21. Q Kt to K 4th 

22. P to K B 3rd 22. Kt to K 6th 

23. Kt takes Kt P 

Perfectly sound ; White has a fine attack. 

23. P takes Kt 

24. P to K B 6th 24. B to K B 4th 

Suppose — 

24. Kt takes K B 
26. P to K B 7th (ch) 25. K to Kt 2nd 

26. F takes B, queens, and wins. 

25. B takes B 25. Kt takes B 

26. B takes Kt 26. Kt to K B 2nd 

27. Q B to K B sq 27. B to K B sq 

To avoid — 

28. B takes Kt P (ch) 28. Kt takes B 

29. P to K B 7th (ch) 29. Kt takes P 

30. Q takes Kt (ch) 30. K to B sq 

31. B to K B 4th 

Threatening B takes Q P (cA), toinninff. 

31. E to K 8th (ch) 

32. K to B 2nd 32. E to Q 8th 

33. B to K 7th, and Black cannot save the game. This is a yeiypi 
variation. 

28. QBtoKaq^ 
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28. Q to Q 2iid 
He can do nothing dae. 

39. B takes Kt F (ch) 29. K takes B 

IfKtoB8q,BtoKKt7th wins at once. 

30. Q takes Kt (ch) 30. K to B sq 

31. B to K 7th 31. B to £ B 2nd 

If— 

31. Q takes B 

52. P takes Q 32. K B to Q sq 

53. P to K 8tii, queens (ch) S3. B takes Q 
34. B takes Q P (ch) 34. B to K 4th 
36. B takes B. Mate. 

32. B takes Q 32. B takes B 

33. P to K B 7th 

A wnaTkably neat stroke of play, though obyious; foreing the mat« in two 



33. B takes F 

34. B takes Q P (ch) 34. B to K B 3rd 

35. B takes B. Mate. 



Sicilian Opening. 



This opening was greatly favoured by Philidor, and since by 
) la Bonrdonnais, Staunton, Jaenisch, Anderssen, and other fine 
lyers, and was for long thought perfectly safe. In 1851, bow- 
er, new Yariations were introduced, which showed that the first 
i>yer obtains a slight advantage, and the French Opening is now 
Qsidered better. But the Sicilian still possesses many attrac- 
fns for proficients, and the positions arising are most interesting. 

Gams L 

Whttb. Black. 

1. P to K 4th 1. P to Q B 4th 

2. Kt to K B 3rd 

For the other modes of conducting the attack see Gkune II. 

2. Kt to Q B 3rd (Var. A) 

3. B to Q Kt 5th (a) 3. P to K 3rd 

4. B takes Kt 4. Q P takes B 

5. P to Q B 4th 5. B to Q 3rd 

6. P to Q 3rd 6. P to K 4^ 
Z Castiea, with a slight advaatage. 
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8. P to Q 4th 

4. Kt takes P 

5. Kt to K B 8rd 

6. B to Q B 4th 

7. Castles 

8. Kt to Q B 8rd 



(a) 



3. P takes P 

4. PtoK4th 

5. Kt to K B 3rd 

6. B to K 2nd 

7. Castles 

8. P to Q 3rd 



Even game. 



Vabiation a. 



Whttb. 

1. P to K 4th 

2. Kt to K B 3rd 

3. P to Q 4th 

4. KttakesP: 

6. Kt to Q Kt 5th 



6. Kt to Q 6th (ch) 

7. Q takes B 

8. B to K 3rd 

9. B to Q 3rd 

10. Kt to Q B 3rd 

11. B takes P 

12. B takes Kt 



If— 



Black. 

1. P to Q B 4th 

2. P to K 3rd 

3. P takes P 

4. KttoQB3rd (a)(5)(c) 
6. P to Q 3rd 



5. P to Q E 3id 

6. B takes Kt 

7. K Kt to K 2nd 

8. P to K B 4th 

9. Castles 

10. P takes P 

11. Kt to K B 4th 

12. B takes B 



13. Castles (Q E), with a capital position. 

6. B to K B 4th 6. P to K 4th 

7. B to K 3rd 7. P to Q E 3rd 

For 7. P to K B 4th, see Illustrative Game XLIX. 

8. K Kt to Q B 3rd 8. B to K 3rd 

9. Kt to Q 5th, with a fine game. 



(a) 



5. Kt to Q Kt 5th 

6. BtoK3rd 

7. P takes B 



8. B to K 2nd, with the better game. 



4. B to Q B 4th 

5. Q to Q Kt 3rd 

6. B takes B 

7. Q takes P (ch) 



(h) 




5. P takes P 

6. BtoQKtbt'ki.di^ 



7. Castles, mtla.t\i©\>%\X«r ^^Taa. 



4. P to Q 4th 

5. P takes P 
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(c) 

4 Kt to K B 3rd 
6. Kt to Q B 3rd 6. B to Q Kt 6th 

6. Kt to Q Kt 5tli 6. Castles 

7. Kt to Q 6th, with the preferable game. 

• 

Game II. 

White. Black. 

1. P to K 4th 1. P to Q B 4th 

2. B to Q B 4th (a) (h) (c) 2. P to K 3rd 

3. Kt to Q B 3rd 3. P to Q E 3rd 

4. P to Q E 4th 4. Kt to Q B 3rd 
6. P to Q 3rd 5. K Kt to K 2nd 

6. B to K B 4th 6. P to Q 4th 

7. B to Q E 2nd 7. Kt to K Kt 3rd 

8. B to K Kt 3rd 8. Kt to Q Kt 5th 

9. B to Q Kt 3rd 9. B to Q 3rd 
10. KKttoK2nd 10. Castles 

Black has a good game. 

(a) 

2. P to K B 4th 2. Kt to Q B 3rd 

3. Kt to K B 3rd 3. P to K 3rd 

4. B to K 2nd 4. P to Q 4th 
6. P to Q 3rd 6. P takes P 

6. P takes P 6. Q takes Q (ch) 

7. B takes Q 7. Kt to K B 3rd 

8. Kt to Q B 3rd 8. B to Q 2nd 

9. B to K 3rd 9. Castles 
10. B to K 2nd 

Even game. 

2. P to Q B 4th 2. P to K 3rd 

3. Kt to K B 3rd 3. Kt to Q B 3rd 

4. Kt to Q B 3rd 4. P to Q E 3rd 

5. B to K 2nd 5. P to K Kt 3rd 

6. P to Q 4th 6. P takes P 

7. Kt takes P 7. B to K Kt 2nd 

8. Kt takes Kt 8. Kt P takes Kt 

9. Q to Q 3rd, with a good game. 

(c) 
2. P to Q Kt 4th 

liis is what is called the Wing Gambit, but \a tio\. ^cy^^. \ 
r here observe that if White play 2. P to (^ 4^, ^\w3!5. Xa^KJ^^^ 
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PiMm with Pftim, and, an White ^ying 3. Kt to K B 3rd, le 
bare apoBitiaii in Game L If 2. Kb to Q B 3rd, Black mofn 
£. P to K 3rd, and Wliite*B move of 3. B to Q B idi briiun qb to 
the first Taiiadan of the pie a on t @me. And if 2. P to Q B 3rd, 
Black aeaan aziswera with 2. PtoK 3rd, and will obtain at kufe 
an eqiul game. It is important to notioe also that as a genenl 
mle it is not good to adranoe eidier of the KnightB* Fawns one 
aqnare wiien the King's Pawn has been plajed two sqpiareB on die 
first more. 

2. PtakfisP 

Black ma J also safely refiue the Gambit bj 2. P to Q Et 3rd. 

3.PtoQ4di 3.PtoQ4th 

4.PtoK5th 4.PtoKdrd 

a.PtoQB3rd S-PtakesP 

6. Kt takes P 6. B takes Kt 

7. BtakesB 7. Q to Q B 4di (ck) 

Black has the soperiarity. 



Game XT.TX. 

Between Ifr. Morpihy and Herr Anderssen. 

White (Mr. IL) Bulck (Herr A.) 

1. PtoK4di I. PtoQB4tJi 

2. P to Q 4th 2. P takes P 

3. Kt to K B 3Td 3. Kt to Q B 4th 

4. Kt takes P 4. P to K 3rd 

5. Kt to Q Kt 5th 5. P to Q 3rd 

6. BtoKB4ch 6. PtoK4th 

7. B to K 3rd 7. P to K B 4th 

PtoQBSzdubetter. 

&KttoQB3rd &PtoKB5Ui 

If— 

& PtoQKaid 
9. Kt to Q 6th 9. P take* Kt 

laBtoQKtOth laQtoKted 

IL Kt to Q B 7tii (di), ukd ' 



9. KttoQ5th 9. P takes B 

10. K Kt to Q B 7th (eh) 10. K to B 2nd 

11. QtoKB3rd(ch) II. KttoKBSrd 

12. BtoQB4th 

WVdte ^tfA 'D0V % ^cuftd attack. 
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13. Kt takes Kt (dis. ch) 13. P to Q 4th 

If— 

18. B to K drd 

14. B takes B (ch) 14. Kt takes B 
16. Q Kt to Q 5th (oh), with a won game. 

14. B takes P (ch) 14. K to Kt 3rd 

If— 

14. Q takes B 

15. Q Kt takes Q (dis. ch) 15. Kt takes Q (ch) 

16. P takes Q Kt, with a wiiming adyantage. 

16. Q to K R 6th (ch) 15. K takes Kt 

16. P takes K P 

Suppose— 

16. Kt to K8th (ch) 16. Q takes Kt 

17. Q takes Q 17. B to Q Kt 5th (ch) 

18. PtoQBSrd 18. B takes Q, and Black wins. 

16. Kt takes Q B P (ch) 

17. K to K 2nd 

And Black resigned. 

There is no hope. Suppose— 

17. QtakesKt (a)(6)(c) 

18. Q B to K B sq (ch) 18. K to K 2nd 

19. B to K B 7th (ch) 19. K to Q sq 

20. B takes Q 20. K takes B 

21. B to Q B sq, and wins. 

(a) 

17. K to K 2nd 

18. Q takes K P (ch) 18. K to Q 2nd 

19. B to K 6th (ch) 19. K to K2nd 

IfKtoQB Srd, QBto QBsq toins eanly, 

20. QtoKKt5th(ch) 20. KtoQdid 

21. Q takes Q (ch), and wins. 

w 

17. BtoKdid 

18. Q B to Q B so (ch) 18. K to K 2nd 

19. B takes B, ana must win. 

w 

17. Kt takes B 

18. BtoKB8q(ch) 18. KtoK2nd((;) 

19. Q takes K P (ch) 19. K to Q 2nd 

20. B to K 6th (ch) %. IL to Q.'&^tdi 
Sl.BtoQBBq(eh) 21. "KitV^^'Bl^a. 
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Pawn wiUi Pawn, and, on White playing 3. Kt to K B 3rd, we 
have a jposition in Game I. If 2. Kt to Q B 3rd, Black moves 
2. P to K 3rd, and White's move of 3. B to Q B 4th brings us to 
the first variation of the present ^me. And if 2. P to Q B 3rd, 
Black acain answers with 2. P to K 3rd, and will obtain at least 
an eqiuJ game. It is important to notice also that as a general 
role it is not good to advance either of the Knights' Pawns one 
square when the King's Pawn has been played two sqnares on the 
first move. 

2. P takes P 
Black may also safely refuse the Gambit by 2. P to Q Kt 3rd. 

3. P to Q 4iih 3. P to Q 4th 

4. P to K 5th 4. P to K 3rd 

5. P to Q E 3rd 5. P takes P 

6. Kt takes P 6. B takes Kt 

7. B takes B 7. Q to Q B 4th (ch) 

Black has the superiority. 



Game XLIX. 

Between Mr. Morphy and Herr Anderssen. 

White (Mr. M.) Black (Herr A.) 

1. P to K 4th 1. P to Q B 4fch 

2. P to Q 4th 2. P takes P 

3. Kt to K B 3rd 3. Kt to Q B 4th 

4. Kt takes P 4. P to K 3rd 

5. Kt to Q Kt 6th 5. P to Q 3rd 

6. B to K B 4th 6. P to K 4th 

7. B to K 3rd 7. P to K B 4th 

F to Q B 3rd is better. 

8. Kt to Q B 3rd 8. P to K B 5th 

If— 

8. PtoQBSrd 
9. Kt to Q 6th 9. P takes Kt 

10. B to Q Kt 6th 10. Q to K 2nd 

11. Kt to Q B 7th (eh), and wins. 

9. Kt to Q 5th 9. P takes B 

10. K Kt to Q B 7th (ch) 10. K to B 2nd 

11. Q to K B 3rd (ch) 11. Kt to K B 3rd 

12. BtoQB4th 

White has now a grand attack. 
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13. Kt takes Et (dis. ch) 13. P to Q 4th 

If— 

13. B to E 3rd 
14. B takes B (ch) 14. Et takes B 
16. Q Kt to Q 6tli (oh), with a won game. 

14. B takes F (ch) 14. E to Kt 3rd 

If— 

14. Q takes B 

16. Q Et takes Q (dis. ch) 16. Et takes Q (ch) 

16. P takes Q Et, with a winning advantage. 

15. Q to K B 5th (ch) 15. K takes Et 

16. P takes K P 

Suppose— 

16. EttoE8th(ch) 16. QtakesEt 

17. Q takes Q 17. B to Q Et 6th (ch) 

18. PtoQB3rd 18. B takes Q, and Black wins. 

16. Et takes Q B P (ch) 

17. K to E 2nd 

And Black resigned. 

There is no hope. Suppos^^ 

17. QtakesEt (a) (5) (0) 

18. Q B to E B sq (ch) 18. E to E 2nd 

19. B to E B 7th (ch) 19. E to Q sq 
ao. B takes Q 20. E takes B 
21. B to Q B sq, and wins. 

(«) 

17. E to E 2nd 

18. Q takes E P (ch) 18. E to Q 2nd 

19. B to E 6th (ch) 19. E to E2nd 

If Kto QB ^rd, QBto QBsq wins eatiljf, 

20. Q to E Et 6th (ch) 20. EtoQ8rd 

21. Q takes Q (ch), and wins. 

(*) 

17. BtoE3rd 

18. Q B to Q B so (ch) 18. E to E 2nd 

19. B takes B, ana must win. 

17. Et takes B 

18. BtoEBsq(ch) 18.' EtoE2nd(<j) 

19. QtakesE P (ch) 19. E toQ2nd 

20. BtoE6th(ch) 20. E.ioQ.B%tdL 
Sl.BtoQBBq(eh) 21. lLtV> 0.^*1 >^ 
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22. B takes Et (ch) 22. B to Q B 4tii, or K to 

23. Q mates. Kt Srd 

18. B to Z B 4th 

19. Q takes B (eh) 19. Z to E 2nd 

20. Q to E 0th. Mate. 



I 



Game L. 

Between Messrs Barnes and Bickards. 

White (Mr. B.) Black (Mr. E.) 

1. P to K 4th 1. P to Q B 4th 

2. P to K B 4th 2. P to K 3rd 

3. Kt to KB Srd 3. PtoKKtSrd 

4. PtoQB3rd 4. P to Q 4th 

5. B to Q Kt 5th (ch) 6. B to Q 2nd 

If Et to Q B 3rd, Whito plays B takes Et (ch), doubUng Bkck^s TvntB, 

6. B takes B (ch) 6. Kt takes B 

7. P to K 5th 7. B to K Kt 2nd 

8. P to Q 4th 8. P takes P 

9. P takes P 9. Kt to K 2nd 

10. Kt to Q B 3rd 10. P to Q R 3rd 

To prevent Et to Q Et 6th and Et to Q 6th (ch). 

11. Castles 11. P to K R 4th 

12. Kt to K R 4th 

To stop the £ P from advancing further. 

12. R to Q B sq 

13. Q to Q 3rd 13. Kt to Q B 3rd 

This was a very bad move, taking awaj the only piece that protects him* 

14. Kt takes K Kt P 

The adverse Einff will be greatly exposed, and White's pieces are well situated 
therefore the sacrifice was perfectly justiiied, and the best play. 

14. Kt to Q Kt 6th 

15. Q to Q Kt sq 16. P takes Kt 

16. Q takes P (ch) 16. K to B sq 

If E to E 2nd, White would still play P to B 5th, and Black would haTeto 
guard against B to E Et 6tb, winning two pieces. 

17. P to K B 5tla. 17. P takes P 

This is immediately {ate!. TL \,olL^%^, «\»qew.^*\\. wqSA. i^^t save the g«nw> 
which was quite gone, woxiWiljaNe^xoXosi^^^SX.. ^xc^VJ^^*— 
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17. Z to Kt sq 

18. P takes P 18. Kt to K B sq (a) 

19. Q to K B 7tli (oh) 19. K to £ 2nd 

20. B to K B 6th 20. Q to K B 6th 

21. B takes B P (ch) 21. Q takes B 

22. Q takes Q (ch), and wins. 

(«) 

18. Q to E sq 

19. Q takes Q (ch) 19. B takes Q 

20. P takes Kt 20. B to Q sq 

21. P to K 6th 21. B takes P (oh) 

22. K to B sq 22. Kt to Q B 8rd 

23. B to K Kt 6th 23. B to Q. B 4th 

24. B to K B 7th 24. B to K B 2nd 
26. Q B to K B sq 26. B to Q Kt sq 

Cannot save it; ifE to Q 6^A, X.t to Q hfk tcin8 equally, 

26. B takes B 26. K takes B 

27. P to K 7th 27. B takes P 

28. B takes B 28. Kt takes B 

29. B to K B 7th (ch) 29. K to Kt 3rd 

30. B takes Kt, and wins. 

18. R takes K B P (ch) 18. K to Kt sq 

19. Q to K B 7th (ch) 19. K to E 2nd 

20. E takes E P 

Mate. 



Ibbegulab Openings. 

There are of course a number of irregular openings which may 
) adopted, but the following will suffice as examples : — 

Game I. 
"Whitb. Black. 

1. P to Q 4th 1. P to K B 4th 

2. P to K 4th 

This excellent, though bold, move is the inyention of Mr. 
atinton. 

2. P takes P 

3. Kt to Q B 3rd 3. Kt to K B 3rd 

If 3. P to Q 4th, White moves 4. Q to K E 5th (ch), regaining 
e Pawn, with a better position. 

4. B to K Kt 5th 4. P to Q B 3rd 

5. B takes Kt 5. K P takes B 

6. Kt takes P 6. P to Q 4th 

7. Kt to K Kt 3rd 7. B to Q,^t^ 

8. B toQ 3rd, with the better game. 
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Game IL 



White. 

1. P to Q 4tli 

2. P to Q B 4th 

3. P to K B 4th 

4. Kt to K B 3rd 

5. P to Q R 3rd 

6. Kt to Q B 3rd 

7. P to K 3rd 

8. B to K 2nd 

9. Castles 



"WmTB. 

1. P to K B 4th 

2. P to Q Kt 3rd 

3. Kt to K B 3rd 

4. P to K 3rd 

5. P to K Kt 3rd 

6. B to K Kt 2nd 

7. Kt to Q B 3rd 

8. Castles 



White. 

1. P to Q B 4th 

2. P to K 3rd 

3. P to Q R 3rd 

4. Kt to Q B 3rd 
6. P takes P 

6. Kt to K B 3rd 

7. B to Q Kt 5th 

8. Castles 



Black. 

1. P to K 3rd 

2. P to K B 4th 

3. Kt to K B 3rd 

4. P to Q Kt 3rd 

5. P to Q R 4th 

6. B to Q Kt 2nd 

7. B to K 2nd 

8. Castles 

9. P to K B 3rd 



Even game. 



Game m. 



Black. 

1. P to K B 4th 

2. Kt to K B 3rd 

3. P to K 3rd 

4. P to Q Kt 3rd 

5. B to Q Kt 2nd 

6. B to K 2nd 

7. P to Q B 4th 

8. Castles 



Even game. 



Game IV. 



Black. 

1. P to K 4th 

2. Kt to K B 3rd 

3. P to Q B 4th 

4. P to Q 4th 

5. Kt takes P 

6. Kt to Q B 3rd 

7. Q to Q 3rd 

8. B to K Kt 5th 



Even game. 



White. 

1. P to Q B 4th 

2. P takes P 

3. KttoQB^taL 

4. PtoK.Srd 



Game V. 



Black. 

1. P to Q 4th 

2. Q takes P 
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6. B to Q B 4th 5. P to Z 3rd 

6. P to K B 4th 6. B to K 2nd 

7. Kt to K B 3rd , 7. Q Kt to Q 2nd 

5. P to Q R 3rd 8. Castles 
9. Castles, with a slight advantage. 

Game VI. 

Whitb. Black. 

1. PtoQB4fch 1. PtoQB4th 

2. P to Q 4th 2. P takes P 

3. Q takes P 3. Kt to Q B 3rd 

4. Q to Q sq 4. P to K 3rd 

6. Kt to Q B 3rd 5. B to Q Kt 6th 

6. B to Q2nd 6. Kt to K B 3rd 

7. Kt to K B 3rd 7. Castles 

8. P to K 3rd 8. P to Q 4th 

Black has the preferable game. 



FlANCHETTO DI Ee. 



This mode of defence, like that of the Fianchetto di Donna, 
pears to be quite safe, but it has not yet been folly analyzed. 

"White. Black. 

1. P to K 4th 1. P to K Kt 3rd 

2. P to Q 4th 2. B to K Kt 2nd 

3. P to K B 4th (a) 3. P to K 3rd 

4. Kt to K B 3rd 4. P to Q Kt 3rd 

5. P to Q B 4th 5. B to Q Kt 2lid 

6. Kt to Q B 3rd 6. Kt to K 2nd 

7. B to Q 3rd 7. P to Q 3rd 

8. B to K 3rd 8. Kt to Q 2nd 

The game is even. 

(a) 

3. Kt to K B 3rd 3. P to Q Kt 3rd 

4. B to Q 3rd 4. P to K 3rd 

6. P to Q B 3rd 5. B to Q Kt 3rd 

6. B to K 3rd 6. P to Q 3rd 

7. Q Kt to Q 2nd 7. Kt to K 2nd 

8. Castles 8. Castles 

Even game. 
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FlANCHETTO DI DONNA. 



Whitb. 

1. P to K 41ih 

2. P to K Kt 3rd 

3. B to K Kt 2nd 

4. Kt to Q B 3rd 

5. K Et to K 2nd 

6. P to Q 3rd 

7. Castles 

8. Kt takes B 

9. Kt takes P 

10. Q to K E 5th (ch) 

11. Q to K 5th 

12. P takes Kt 

13. Q to Q B 3rd 

14. Bio KB. 6th 

15. P to K B 4th 

Q to £ 2nd would 

16. P takes P 

17. B takes B 

18. E takes E 

19. P to K 6th 

20. P takes P 

21. B to K E 3rd 

22. Q takes P 

23. P to Q 8th, queens (ch) 

24. Q to S Kt 7th. Mate. 



Black. 

1. PtoQKtSrd 

2. P to K 3rd 

3. B to Q Kt 2nd 

4. P to K B 4th 

5. Kt to K B 3rd 

6. B to Q Kt 5th 

7. B takes Kt 

8. P takes P 

9. Kt takes Kt 

10. P to K Kt 3rd 

11. Castles 

12. Kt to Q B 3rd 

13. P to K 4th 

14. E to K B 2nd 

15. B to Q E 3rd 

have been better, 

16. B takes E 

17. Q to K 2nd 

18. Q takes E 

19. Q to K 2nd 

20. Kt to K 4th 

21. P to K Kt 4th 

22. P to K Kt 5th 

23. Q takes Q on Q 8lih 



This brilliant little game was won by Herr L. Paulsen of Mr. 
Mongredien. 

Game LI. 

Between Messrs. Morphy and Carr, the former conducting eight 
games at once, without seeing any of the boards or men. 



White (Mr. M.) 

1. P to K 4th 

2. P to Q 4th 

3. B to Q 3rd 



Black (Mr. 0.) 

1. P to K E 3rd 

2. P tp Q E 4th 

3. P to Q Kt 3rd 



Black, no doubt, made this bizarre defence for the purpoee of ooatuiDg bis 

blindfold opponent ; the result, however, was the reverse of what was ihtended, 

for his own game was brought into such a state of confusion in a very short time 

that he had no possibility of saving it. A blindfold player has really almost as 

perfect a sight of the boaxd m \a& t[^6l «a \vU antagonist playing with it befiire 

nim ; hence the UBeleasneaa oi Bpecu\ai)aiii£ oiixaixi&xiaiLTii^^^ vd^o^tJb^ latter. 
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4. Kt to K 2nd 

The Enight is moved here so that it m&j not impede the advance of the £ B P 
it should be desired. 

4. PtoKSrd 

5. Castles 5. B to Q B 3rd 

6. P to Q B 4th 6. Kt to K B 3rd 

7. P to K 6th 7. Kt to K R 2nd 

8. P to K B 4th 8. B to K 2nd 

9. Kt to K Kt 3rd 9. P to Q 4th 

10. Q to K Kt 4th 10. Castles 

11. Kt to K R 5th 11. P to K Kt 4th 
What an exceedingly deplorable condition Black's game is in already ! 

12. P takes Kt P 12. R P takes P 

13. B takes Kt (ch) 13. K to R sq 

Suppose — 

13. E: takes B 
14. Kt to Z B 6th (ch) 14. B takes Kt 

IfKtoKi 2nd, Q takes P (ch), and QtoB 6th, mate. 

16. P takes B 15. R to K B sq (a) (5) 

16. Q takes Kt P 16. Q to K B sq 

To prevent Q to Kt 7th, mate. If Q take F, B takes Q, and mates next 
we ; and i/QtoKtsq, Qto B 6th, mate, 

17. RtoKBSrd 17. KttoQ2nd 

18. R to R 3rd (ch) 18. Q to R 3rd 



19. R takes Q. Mate. 



(a) 



15. Kt to Q 2nd 

16. Q to R 6th (ch) 16. K to Kt sq 

17. Q takes P (ch) 17. K to R 2nd 

18. Q to Kt 7th. Mate. 

(ft) 

16. Q takes P 

16. R takes Q 16. Kt to Q 2nd 

17. Q to R 5th (ch) 17. K to Kt 2nd 

18. Q takes P (ch) 18. K to R 2nd 

19. R to R 6th. Mate. 

14. Kt to B 6th 14. P takes P 

16. B to B 2nd 15. Q takes P (ch) 

16. Q takes Q 16. B to B 4th 

17. Q takes B 17. P takes Q 

18. B takes P 18. Kt to B 3rd 

19. B to B 3rd 

Threatening mate in two moves, by R to R 3rd (di) and R to R 7th. 

19. KtoKt2ud 

20. B to B etb (ch) 20. K takeaB 
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20. E to Z B sq 
Threatening^ Ki to K Kt sq, Kt to K B 3rd, and Kt to K Zt 6th, &o. 

21. Kt to K Kt 5tli (ch) 21. Kt takes Kt 

22. P takes Kt 22. P to Q B 4tli 

23. Kt to £ B 4th 23. Q to Q B 2nd 

24. P to K 6th (ch) 

ACuch better than E B to E! B sq, threatening Kt takes Et P, for Black would 
swer with Q B to £ B sq, with a greatly improved game. 

24. K to Kt sq 

If— 

24. K to K sq^ 

25. Kt takes Kt P 26. Kt takes Kt 

26. Q takes K B P 26. Kt to K B sq 

I/Kt to KRbthy Q to KB 2nd wins. 

27. P to K 7th, with a winning attack. 

26. P takes P 
The sacrifice of the Knight here leads to interesting positions, e, g, .* — 

26. Kt takes Kt P 26. Kt takes Kt 

26. Q takes B P 26. P takes P (a) 

27. Q takes Kt 27. P takes B 

28. B takes P 28. B to Q B 3rd 

^Q,ioK 2nd, R to K B sq wins ; andif Rto K B sq, P to K 7th also wins, 

29. B to Q B 3rd, with a powerful attack. 

(a) 

26. Kt to K B 6th 

27. Q to K B 2nd 27. P takes P 

28. B to K B 4>th 28. Q to K 2nd 

I/R toKBsq, PtoK7th wins. 

29. B to Q 6th, with a winning position. 

25. E to Q B sq 

26. B to Q E 4th 26. P takes P 

27. *B to Q 7th 27. P to Q 6th 

28. B to Q 2nd 

B takes B evidently loses the exchange. 

28. E to Q sq 

29. E to Q B sq 29. K to E 2nd 

Black has a bad game. If Q to Q Kt 3rd, Kt to Q drd wins the Q B P. If— 

29. B to K 4>th 
80. Kt takes Kt P 30. Kt takoaK^ 

31. Q takes K B P, with a won game. 

X 



1 
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Andif- 

89. PtoQB4t]i 

To prevents to QKt4ih, 

dO. Et to Q 3rd SO. P to Q B 6th 

31. B to K B 4th 31. Q to Kt 8id 

82. B takes P 32. Q to B Sid 

If BtoQR ^rd, Q AOt, or K iih, White moves B to QB Ithmr^, 
miming. 

33. EBtoQBiq 33. BtoQ4th 

34. Et to Q B 5th 34. Q to B 2ad (6) 
36. BtoQB4th 86. KttoQB3xd 

36. PtoQKt4th 36. E:toB2iid 

J/Kt takeKtP,PtoK7th tmiw. 

37. B takes Kt 37. B takes B 

38. B takes B P 38. Q to K 2nd 

39. P to Et 6th, and will win easQy. 

(6) 

34. Q to Et 3rd 
85. EttoQB4th 85. QtoB3rd 

36. B to Q B 7th 36. B takes Q B F 

37. Et to Q B 6th 37. Q to B sq 

If QtoKtSrdyBto Q Kt 7th toins her. 

38. P to Q Et 3rd, winning a piece. 

30. B to Q Kt 4tli 30. B to K 4th 

31. Rtakes Q B P 31. Q to Kt sq 

32. Kt to Q 3rd 

Taking E B is not so good, e. g, .* — 

82. B takes E B 32. Q takes B 

33. B takes Et 33. B takes B 

34. P takes B 34. Q takes B 
36. Q takes Q P 36. B to Q sq 

And it will oost White some trouble to win, although he has the better game* 

32. B to K Kt 6th 

Suppose — 

32. B to Q 3rd 

33. B to Q Et 6th 33. B takes B (c) 

34. B takes B 34. Et to Q 4th 
36. B to Q Et 3rd 36. Et to E 6th 

36. B to Q B 6th 36. Et to E Et 6th 

37. Q to E B 4th 37. Q takes Q 

38. Q B takes B ^c\i^ 38. E to Et sq 

39. Kt takes Q, ^'^i.^ \ft^<i^ 

40. PtoK7tYx, and-Nroaa. 
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(a) 

83. B takes B 

84. P takes B 84. B takes E Et P (eh) 

86. B takes B 85. Q takes B 

86. B takes B, and wins. 

38. Q takes Q P 33. B to K B 7th 

34. Q to K B 6th 34. £ E to £ Kt sq 

If— 

84. QBtoEBsq 
86. Q takes Kt (eh) 86. £ to Kt sq 
86. B to Q B 8th, and most win. 

35. BtoQB3rd 

And Black resigns. 

For ifQBtoEBsq, Q takes Et (clO, and mates in two moTes; and if B to 
. 4th, B takes B, and rorces mate in a few more moyes. 

Game LIII. 

Between Herren Panlsen and IColisch. 

White (Heir P.) Black (Herr K.) 

1. P to Q 4th 1. P to K 3rd 

2. Kt to K B 3rd 2. P to Q 4th 

3. P to K 3rd 3. B to (J 3rd 

4. B to Q 3rd 4. Kt to K B 3rd 

5. Castles 5. Castles 

6. P to Q B 4th 6. P to Q Kt 3rd 

7. P to Q Kt 3rd 7; B to Q Kt 2nd 

8. B to (J Kt 2nd 8. Q Kt to Q 2nd 

9. Q Kt to Q 2nd 9. Q to K 2nd 

10. Kt to K 6th 10. Q B to Q sq 

11. Q to K 2nd 11. Kt to K 6th 

12. P to K B 4th 12. P to K B 4th 

13. Q Kt to K B 3rd 13. Q Kt to K B 3rd 

14. Q E to Q B sq 14. Q to K sq 
16. (J Kt to K sq 16. P to Q B 4th 

16. Q E to B 2nd 16. Q E to Q B sq 

17. QEtoBsq 

And the game was given np as drawn. 

]I insert the above game as being, so far as my knowledge extends, 
iique in the history of Chess. Nearly twenty moves played on 
bch side, and the game abandoned as drawn, with not Oi ^v^x^i^i — 
)t even a Pawn — off the board. AndTiot\^G\e»»\.ii^xBa!^^K3bi53sa 
itare of the position is that were Black tm>^ \iO ^^'S "^ • ^Xfi"^ 
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2nd, and White to reply with 18. Q Kt to K B 3rd — ^moves about as 
good as any others — ^the respective forces wonld be situated exactly 
the same, piece for piece and Pawn for Fawn ; three Pawns only 
on either side remaining unmoved.] 



Queen's Gambit Accepted. 

The Queen's Gambit is undoubtedly an excellent opening, lead- 
ing to positions of the greatest interest ; but for some reason or 
other the leading players of the present day, with perhaps the 
single exception of Herr Harrwitz, appear to be by no means fond 
of it. There is certainly nothing like the variety in it which 
results from the opening on the fin^s side, but it is by no means 
tame, and might well t&e the place in estimation at present held 
by the close irregular openings. 

White. Blags:. 

1. P to Q 4th 1. P to Q 4th 

2. P to Q B 4th 2. P takes P 

3. P to K 3rd (a) (c) 3. P to K 4th {(i) 

4. B takes P 

If— 

4. P takes P 4. Q takes Q (ch) 

6. K takes Q 6. Kt to Q B 3rd 

6. P to K B 4th 6. B to K 3rd 

7. B to Q 2nd . 7. B to Q B 4th 

8. Kt to K B 3rd 8. P to K R 3rd 

Black has a good game. 

4. P takes P 

6. P takes P 6. Kt to K B 3rd 

6. Kt to Q B 3rd 6. B to Q 3rd 

7. Kt to K B 3rd 7. Castles 

8. P to K R 3rd 8. R to K sq (ch) 

9. B to K 3rd 9. Kt to Q B 3rd 
10. Castles 10. P to K R 3rd 

Even game. 

(a) 

3. P to K 4th 3. P to K 4th (best) (h) 

4. P to Q, 5th 

4. P takes "P '^^ ^Xs^^m^^V^ 
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5. K takes Q 5. Kt to Q B 3rd 

6. P to K B 4th 6. B to K Kt 6tli (ch) 

7. B to K 2nd 7. Castles (ch) 

8. B to Q 2nd 8. B takes B (ch) 

9. K Kt takes B 9. B to Q Kt 6th 
10. Q Kt to B 3rd 10. K Kt to K 2nd 

Even game. 

4. P to K B 4th 
6. B takes P 6. Kt to K B 3rd 

6. Kt to K B 3rd 6. B to Q 3rd 

7. E takes P 7. B takes P 

8. Castles 8. Castles 

Even game. 

(&) 

3. P to K B 4th 
4. P to K 5th 4. B to K 3rd 

This is called the Schwartz defence, bnt it is not good. 

6. Kt to Q E 3rd 6. Kt to Q B 3rd 

6. B to K 3rd 6. Kt to Q E 4th 

7. Q to Q E 4th (ch) 7. P to Q B 3rd 

8. B to K 2nd 8. Q takes P 

9. Q takes Kt 9. Q takes Kt P 
10. B to Q B 3rd, with the advantage. 

(c) 

3. Kt to Q B 3rd 3. P to K 4th 

4. P to Q 6th 4. Kt to K B 3rd 
6. PtoK4th 6. BtoQ3rd 

6. Kt to K B 3rd 6. Castles 

7. B takes P 

Even game. 

(d) 

3. P to Q Kt 4th 

Black now attempts to defend the Qambit Pawn, but doing so 
ads to a very bad game. 

4. P to Q E 4th 4. B to Q 2nd 

If— 

4. P to Q B 3rd 

5. P takes P 6. P takes P 

6. Q to K B 3rd, winning a piece. 

5. F takes P 5. "Btak^T^ 
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6. P to Q Et drd 6. Q to Q 4dL 

7. P takes P 7. B takes P 

8. Q to Q B 4th (ch), and wins the Bishop. 



Queen's Gambit Declined. 

It is agreed b^ the best players that it is more advisable to de- 
cline the gambit than to accept it, but this is perhaps more 
a matter of inclination than anything else. In either cbbo tiie 
result appears to be an even game. 

White. Black. 

1. P to Q 4th 1. P to Q 4th 

2. P to Q B 4th 2. P to K 3rd (a) 

This is acknowledged to be the best move with which to dedine 
the gambit. 

3. Kt to Q B 3rd 3. Et to £ B 3rd 

4. Kt to K B 3rd 4. P to Q B 4th 
6. P to K 3rd 6. Kt to Q B 3rd 

6. P to Q R 3rd 6. P to Q R 3rd 

7. P to Q Kt 3rd 7. B to Q 3rd 

8. B to Q Kt 2nd 8. P to Q Kt 8rd 

9. B to Q 3rd 9. Castles 

Even game. 

(a) 

2. P to Q B 4th 

3. P takes Q P 3. Q takes P 

4. P to K 3rd 4. P takes P 
6. Kt to Q B 3rd 5. Q to Q sq 
6. P takes P, with a slight advantage. 

Game LIV. 

Between M. De la Bourdonnais and Mr. M'Donnell. 

White (M. De la B.) Black (Mr. M*D.) 

1. P to Q 4th 1. P to Q 4th 

2. P to Q B 4th 2. P takes P 

3. P to K 3rd 3. P to K 4th 

4. K B takes P 4. P takes P 

5. P takes P 6. Kt to K B 3rd 

6. KttoQBaxd ^,^\«iK2sLd 
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7. Kt to K B 3rd 7. Castles 

8. P to K E 3rd 8. Q Kt to Q 2iid 

9. B to K 3rd 9. Kt to Q Kt 3rd 

10. B to Q Kt 3rd 10. P to Q B 3rd 

11. Castles 11. K Kt to Q 4th 

12. Q to K 2nd 12. P to K B 4th 

If Et take Kt, White retakes with P, sapporting his Q P. 

13. Kt to K 5th 13. P to K B 6th 

14. B to Q 2iid 14. P to K Kt 4th 

The ad?anoe of these Pawns is dangerous, except in the hands of a first-rate 
lajer, and eren then it is seldom judicious, as the King is left yeiy much 
cpoaed. 

15. Q B to K sq 15. K to Kt 2nd 

16. Kt takes Kt 16. Kt takes Kt 

17. Kt takes Q B P 

Yery well played ; White has now much the best of the game. 

17. P takes Kt 

18. B takes Kt 18. Q takes B 

19. Q takes B (ch) 19. E to K B 2nd 

20. Q to Q Kt 4th 20. B to K B 4th 

21. E to K 5th 21. Q to Q 2nd 



22. P to Q 5th 



fine and forcible. 



22. P takes P 

23. Q to Q 4th 23. K to E 3rd 

To preyent the Book disooTering check, winning the Queen. 

24. P to K E 4th 

The right style ; no pause to take the Queen's Pawn. 

24. B to K 3rd 

25. K E to K sq 25. Q E to K sq 

26. E takes Kt F 

Beat; threatening B takes K B P, and next Book disoovering check. 

26. Q E to K B sq 
Black's game is quite gone. 

S7. Q to K 5th 27. B to K Kt 5th 

Suppose— 

27. B to K B 3rd (a) 

28. Q to K 2nd 28. P to B 6th 

29. Q takes B 29. B takes Q 
ao. B takes B (oh) dO. Q takes B 
81. B to K 6th (dk ch) ^1. K mo^«a 
S8. B takes Q and wins. 
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(a) 

27. B to K B 4th 

28. Q to K 2nd 28. B to £ Kt 6th 

29. Q takes B, and wins. 

28. B to K B 5th (ch) 28. B takes B 

29. Q mates. 

Game LV. 

Between Herr Harrwitz and Mr. Morphy. 

White (Herr H.) Black (Mr. M.) 

1. P to Q 4th 1. P to K 3rd 

2. P to Q B 4th 

Had White here played P to K 4th, Black would probably have replied with 
P to Q 4th, making the game a regular French Opemng. 

2. P to Q 4th 

Black's transposition of moves did not matter; we now have the Queen's 
Gambit Befused. 

3. Kt to Q B 3rd 3. Kt to K B 3rd 

4. B to K B 4th 

Mr. Staunton, in his "Handbook," remarks that "it is a carious fSsatore in 
this description of ' close ' ffame that the Queen's Bishop can rarely be played over 
to the King's si^ with adyantage." Herr Harrwitz, however, seems to think 
differentlv; and Mr. Lowenthal observes, " Mr. Morphy agrees with me in the 
opinion that at this stage of the game the text move is the most forcible one that 
can be selected ; indeed, he says he foimd it so itrong that in his subse^^t 

rcnes with Mr. Harrwitz he preferred meeting 1. F to Q 4th with 1. JP to 
B 4th, in place of exposing himself to this attad:." These diametrically oppo- 
site opinions are puzzling; but "when doctors differ who shall decide ?" 

4. P to Q E 3rd 

5. P to K 3rd 5. P to Q B 4th 

6. Kt to K B 3rd 6. Kt to Q B 3rd 

7. P to Q E 3rd 7. P takes Q P 

8. K P takes P 8. P takes P 

9. B takes P 9. P to Q Kt 4th 

10. B to Q 3rd 10. B to Q Kt 2nd 

11. Castles 11. B to K 2nd 

12. B to K 6th 12. Castles 

13. Q to K 2nd 13. Kt to Q 4th 
Threatening Kt takes B and Kt to K B 5th, and also to advance the K B P. 

14. B to K Kt 3rd 

Preventing both of the contemplated manoeuvres. 

14. K to E sq 
jC B 3rd instead, m "Mi.'NLoT^-f fto-^m\oTi,'^a>a^^ the game even. 

16. K R to K- Bq ^^^ ^ \.^^:^^^ 




queen's gambit. 313 

Suppose — 

16. P to KB 4th 

16. Q takes K P 16. Kt takes Kt 

17. P takes Kt 17. P to K B 6th 

18. Q to £ 4>th 18. P to £ Kt 3id 

19. B takes K B P, and wins. 

16. Q to K 4th 16. P to K Zt 3rd 

17. Kt takes Kt 17. Q takes Xt 

18. Q takes Q 18. P takes Q 

19. Kt to K 5th 19. Q R to Q sq 

If Kt take Q P, Kt to Q 7th wms at least the exchange. 

20. Kt takes Kt 20. B takes Kt 

21. Q E to Q B sq 21. R to Q B sq 

22. B to Q 6th 22. R to K Kt sq 

23. B to K 6th 23. K to Kt 2nd 

This move kwes the game ; if B take B instead, the partis would in all pro- 
kblHty have been drawn. White is now enabled to adyance the K B P, with 
JO better position. 

24. P to K B 4th 24. B to Q 2iid 
26. K to B 2nd 26. P to K R 3rd 

26. K to K 3rd 26. R takes R 

27. R takes R 27. R to Q B sq 

28. R to Q B 6th 28. B takes B 

29. K B P takes B 29. B to K 3rd 

If R take B, White retakes, and then plays K to Q 4th, winning. 

30. P to Q R 4th 

The only move to obtain the advantage. 

30. P takes P 

31. B takes R P 31. R to Q Kt sq 

32. R to Q Kt 6th 32. R to Q sq 

33. R to Kt 6th 

White plays the end game excellently. 

33. R to Q R sq 

34. K to Q 2nd 34. B to B sq 
36. B takes B 36. R takes B 

36. R to Kt 5th 36. R to Q R sq 

37. R takes P 37. P to R 6th 

38. P takes P 38. R takes P 

39. R to Q B 6th 39. K to B sq 

40. K to K 2nd 40. K to K 2nd 

41. P to Q 6th 41. K to Q 2nd 

42. RtoQB6th 42. P \a K'B. A^\hi 

43. B to KB 6th ^. K\ttlL^iA 
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44. F to Q 6th (oh) 44. K to K sq 

45. F to K 6th 46. F takes F 

46. B takes F (eh) 46. K to B 2nd 

47. F to Q 7th 47. B to Q B sq 

48. B to Q 6th 48. K to K 2nd 

49. B takes F 49. X takes F 

50. B to Kt 5th 50. B to K B sq 

51. K to B 3rd 51. X to X 3rd 

52. X to Kt 3rd 52. F to B 5th (ch) 

53. K to Kt 4th 53. F to B 6th 

54. F to Kt 3rd 54. K to B 3rd 

55. B to K B 5th, and wins. 



SYNOFSIS OF GAMES AT ODDS. 



Fawn and Thbee Moves. 

King's Fawn Defence. 
Queen's Fawn Defence. 

Fawn and Two Moves. 

King's Fawn Defence. 
Queen's Fawn Defence. 
Queen's Knight's Defence. 
Queen's Bishop's Fawn Defence. 

Fawn and Move. 

Ejng's Fawn Defence. 
Queen's Fawn Defence. 
Queen's Elnieht Defence. 
King's Knight Defence. 
King's Elnight's Fawn Defence. 
Queen's Bishop's Fawn Defence. 
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CHAPTER X. 

GAMES AT ODDS. 

IBK pilfers of dififerent degrees of skill, at an early age in 
itory of the game, various modes of reconciling tlie disparity 
introdnced, consisting, naturally, in the stronger player 
' off one or other of his pieces or Pawns, and the varieties of 
;iven descend in minute gradations, suited to all degreea of 
th .To receive the odds of a Queen or of Book and Slni^ht, 
fvea a first-rate player, implies little skill on the part of nim 
soeives it, but strong amateurs will find a great difficulty in 
g over the odds of a Book or a Znight when given by a 
xL practitioner. Without an express arrangement to the 
iry, the player giving these odds is entitled to the first move 
sry game, and, commencing an attack from the very begin- 
he takes the utmost advantage of each weak move made by 
ponent, until at length, through the superior development 
1 forces, he crushes him as it were, beK)re the extra piece 
I to tell. When receiving the above odds, the player will of 
I conduct his attack or defence, according as he has first 
or not, the same as in the ordinary openings. And here I 
enter a protest against the advice usiudly given to a ^oung 
' to exchange at every opportunity when in the receipt of 
odds, as then his e^ra piece becomes, when the board is 
1, of comparatively greater value. This is most pernicious 
, in my opinion, for any one adopting such a practice affords 
If no opportunity of studying and profiting by the fine com- 
ons of his experienced antagonist; and though, when 
inff the odds, he may win the game (by pure brute force, so 
), ne will never be able to rise above a aull level of medio- 
On the other hand, he who endeavours to beat skill by 
3r skill (the piece given making up for the inequality in this 
t) will rapidly improve, and in time may encounter the same 
lary, and successftdly, upon even terms. ' I here speak, it 
be remembered, agamst exchanging for the mere sake of 
left at the end of the came with a greater force ; I say 
ig against exchanging when it is necessary to repel a dan- 
3 attack — this is a legitimate exchange, and your opponent 
calculate before he commences his attack in wnat manner he 
revent you from making it ; but it is annoying to see a man 
'6 his antagonist of all chance of coiii\>\mii^\cv& -^Ydt^^^^voi^ 
boaBt of having achieved a victory. Wctorj ^aA<eR^^'^«^ss^ 
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much chance, although he beats the good player, would he have 
against one who loses to the latter in a skilmlly played game? He 
would be crushed if playing on even terms wi& one who is, 
judging by the respective scores against the fine player, much 
weaker than himself. When an amateur is able to make even 

S.mes, receiving the odds of a Knight firom such proficients as 
'Donnell, De la Bourdonnais, Morphy, Staunton, Anderssen, 
Lowenthal, and others of like calibre, he is considered yery strong; 
and if he have got over these odds, and make a good fight at the 
Pawn and Two Moves or the Pawn and Move, he is then a veiy 
fine player indeed. But in the great majority of cases sudi a 
degree of proficiency as this is only attained after years of practice 
and close study ; and it is ver^ doubtful, if not even more thiuL 
doubtful, whetner any one, without a peculiar aptitude for ihe 
game, could ever rival such first-rate players afi those mentioned. 
When promoted from the Knight to the Pawn and Two Moyes, 
the amateur must expect for a len^h of time to be decisiyely 
beaten, the advantage given him heme not so much in nuUsorial 
force as in {)osition, which at first he will have a difficulty in suooess- 
ftiUy utilising; but he must not be dismayed — every game he 
plays will tend to his improvement, and at length he will be able 
at these odds to cope upon something like equal terms with his 
formidable antagonist. In this chapter will be found the openings 
of games played by celebrated masters, showing the best modes of 
taking advantage of the difierent odds. 



Pawn and Three Moves. 

This odds is rarely given, as it is by no means as interesting or 
instructive as the odds of a Ejiight, to which it is considered equal 
The attack, if conducted properly, is almost if not quite over- 
whelming, and the second player in any case has for a long time 
an irksome, disagreeable game, without much chance of releasing 
himself firom the thraldom under which he labours. It is unde^ 
stood, however, when the odds of extra moves are given, that the 
first player must not play any of his men beyond his own half of 
the board. Were it otherwise, the receiver of tJie Pawn and Three 
Moves could force mate at once as follows : — 

White. Black. 

1. P to K 3rd 

2. B to Q 3rd 

3. Q to K R 5th (ch) 3. P to K Kt 3rd 

4. Q takes Kt P (ch) 4. P takes Q 

5. B takes P. Mate. 

Before playing over any of these openings care must be taken 
to remove off the boaard. "ttAsjc^^^&aai'^^^mvai^*^ P«j?^ that being 
the one ahnost iiivwna>Ay ^^earnVS^^^^^srv^NaL^^ 
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Sing's Pawn Defence. 
White. Black. 

1. P to K 41ih 

2. P to Q 4th 

3. B to Q 3rd 

These moyes are acknowledged to be the best White can make. 

3. PtoKSrd 

4. Pto K 5th 

White by this move threatens to check with Queen at K E 5th, 
and if Black then play P to K Kt 3rd, he takes it with his K B, 
which cannot be retaken without leaving the K B en prite, 

4. Q to K 2nd 
6. Kt to K B 3rd 5. P to Q 4th 

6. Xt to X Kt 5th 

To prevent Black's Queen interposing on K B 2nd against the 
check. 

6. P to K Kt 3rd ■ 

7. P to K E 4th 7. P to Q B 4th 

8. P to K E 5th 8. B to K E 3rd 

9. Q to K Kt 4th 9. P to Q B 5th 
10. E P takes P, with a splendid attack. 



Queen's Pawn Defence. 

Whitb. Black. 

1. P to K 4th 

2. P to Q 4th 

3. B to Q 3rd 3. P to Q 3rd 

4. P to K 5th (a) 4. B to K 3rd 

5. P to K B 4th 5. Kt to K E 3rd 

6. Kt to K B 3rd 6. P to Q 4th 

7. Kt to K Kt 5th 7. B to K Kt 5th 

8. Q to Q 2nd 8. P to K 3rd 

9. Kt takes E P 9. B to K 2nd 

10. B to K Kt 6th (ch) 10. K to Q 2nd 

11. Kt to K Kt 5th 11. B takes Kt 

12. P takes B 12. Kt to K B 4th 

13. Q to K B 4th, with a winning game. 

(a) 

4. Kt to Q B 3rd 4. P to QB Std 
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6. Xt to K B drd 6. B to X Kt 5th 

7. P to K E 3rd 7. B to K B 4th 

8. P to K Kt 4th 8. B to K B 2nd 

9. Kt to K Kt 6th 9. P to K 3rd 

10. Kt takes E P 10. B to K 2nd 

11. P to K Zt 5th 11. P to K Kt 3rd 

12. Kt to K B 6th (oh) 12. B takes Kt 

13. K P takes B 13. Kt to Q 2nd 

Black has a much better g^ame than in the previons example. 
The policy of the first player in this opening shonld be to avoid 
exchanges ; otherwise he relieves his opponent firom the con- 
straint to which he is subjected. 



Pawn and Two Moves. 

This is a most decepjtive degree of odds, for the first player, 
thinking he has a magnificent attack, at first — until warned by ex- 
perience — ^presses onward with impetuosity, and too late finds he 
nas overshot the mark, and is himself thrown upon the defensive, 
and with his forces in such a position that they are frequently 
rather a hindrance to each other than otherwise. And in uie next 
game, perhaps, anxious to avoid the former mistake, he does not 
play with the necessary confidence, and allows his opponent to get 
an open game, with only a Pawn against his greater skill, the ad- 
vantage of the two moves having vanished. It is hard at first to hit 
the proper mean between impetuosity and timidity. The great 
object of the receiver of the odds should be to keep his game well 
in hand, cramping his opponent hj every move, and then to seize 
the inevitable opportunity — inevitable from the nature of tiie 
opening — of commg down upon him with effect. The following 
openings will be sufficient to instruct the learner in this respect 



King's Pawn Defence. 

Game I. 
White. Black. 

1. P to K 4th 

2. PtoQ4th 2. PtoKSrd 

3. B to Q 3rd 

These are the best moves White can make in this opening. 
4. PtoK5tli 4. ^\»^^,^4^V^ 
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5. B to Q 2nd 5. Q to Q Kt 3rd 

6. QtoKB5th(ch) 6. KtoQsq 

If 6. P to K Kt 3rd, White plays 7. B takes K Kt P (oli). 

7. Kt to Q B 3rd 7. P takes P 

8. Kt to K 4th 8. Kt to Q B 3rd 

9. Kt to K B 3rd 9. K Kt to K 2iid 

10. C&stles (K E) 10. P to K Kt3rd 

11. Q to K Kt 5tb, with a good opening. 



Game U. 
Whitb. Black. 

1. PtoK4th 

2. P to Q 4th 2. P to K 3rd 

3. B to Q 3rd 3. P to Q B 4th 

4. P to K 6th 4. P to K Kt 3rd 

5. P to K E 4th 5. P takes P 

6. P to K B 4th 

Jr Black plays 6. Q to Q E 4th (ch), and wins the King's Pawn. 

6. Kt to K 2nd 

7. P to E 6th 7. B to Kt 2nd 

8. QtoKKt4th 8. K to B 2nd 

9. Kt to K B 3rd 9. Kt to Q B 3rd 

10. P takes P (ch) 10. P takes P 

11. Kt to Kt 6th (ch) 11. K to B sq 

12. E takes E (ch) 12. B takes E 

13. Q to K E 4th, with a strong attack. 

Game m. 

Whitb. Black. 

1. P to K 4th 

2. P to Q 4th 2. P to K 3rd 

3. B to Q 3rd 3. P to Q_B 4th 

4. P to K 6th 4. Kt to K 2nd 
6. Kt to K B 3rd 6. P takes P 

6. Castles 6. Kt to Q B 3rd 

7. P to Q B 3rd 7. P takes P 

8. Q Kt takes P 8. Q to Q E 4th 

9. Q Kt to Kt 6th 9. Kt to K B 4th 

10. B takes Kt 10. Q takes Kt 

11. B to Q 3rd 11. QtoQ4th 

12. QtoK 2nd, with a fine game. 



I 
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Game IV. 

Whits. Black. 

1. P to K 4th 

2. P to Q 4th 2. P to K 3rd 

3. B to Q 3rd 3. P to Q B 4th 

4. P takes P 4. Q to Q E 4th (ch) 

5. B to Q 2nd 5. Q takes B P - 

6. Kt to Q B 3rd 6. P to Q B 3rd ' 

7. B to K 3rd 7. Q to B 2nd 

8. Et to B 4th 8. Q to Q B 4th (di) 

9. P to Q B 3rd 9. Kt to Q B 3rd 

10. Kt to Kt 6th 10. E to Kt sq 

11. P to K B 4th, with a great advantage. 



Game V. 

Whitb. Black. 

1. P to K 4th 

2. P to Q 4th 2. P to K 3rd 

3. B to Q 3rd 3. P to K Kt 3rd 

4. P to K E 4th 4. B to Kt 2nd 
6. P to Q B 3rd 6. Kt to Q B 3rd 

6. P to K 5th 6. P to Q E 3rd 

7. P to K B 4th 7. K Kt to K 2nd 

8. Kt to K E 3rd 8. Kt to K B 4th 

9. Kt to K Kt 6th 9. Q to K 2nd 
10. P to K Kt 4th, with a fine opening. 



Game VI. 
Whitb. Black. 

1. P to K 4th 

2. P to Q 4th 2. P to K 3rd 

3. B to Q 3rd 3. P to Q 4th 

4. P to K 5th 4. P to K Kt 3rd 
6. P to K E 4th 5. P to Q B 4th 

6. P to E 5th 6. P to B 5th 

7. P takes P 7. P takes B 

8. E takes P 8. P takes Q B P 

9. Q to K E 5th 9. B to Kt 2nd 

10. E takes E 10. P takes Kt, queens 

11. E takes Kt (ch) 11. K to Q 2nd 

12. R takes Q, ^c\i^ V^« Ktakes E 



13. R takes (i, wi^ ^^nna 
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Game VII. 



White. 

1. P to K 4fch 

2. P to Q 4th 

3. BtoQSrd 

4. P to £ 5th 

5. P to K E 4th 

6. P to Q B 3rd 

7. P to KB 4th 

8. Q to K Kt 4th 

9. P to B 6th 

10. Q takes P (ch) 

11. B P takes P 

12. Et to K 2nd 

13. Castles (ch), with 



Black. 



2. P to K 3rd 

3. Kt to Q B 3rd 

4. P to K Kt 3rd 

5. PtoQ3rd 

6. B to Kt 2nd 

7. B to K E 3rd 

8. P takes P 

9. P takes E P 

10. K to B s< 

11. B takes 

12. Q to K Kt 4th 
a crashing attack. 



Queen's Pawn Defence. 



White. 



Game Vm. 



Black. 



1. P to K 4th 

2. P to Q 4th 

3. B to Q 3rd 

4. P to K B 4th 
6. Q to K B 3rd 

6. P to B 5th 

7. P to K 5th 

8. Kt to K 2nd 

9. P to Q B 3rd 

10. P takes K P 

11. Castles 

12. P to K E 3rd, with 



2. P to Q 3rd 

3. B to K 3rd 

4. B to K B 2nd 

5. P to K 3rd 

6. P to Q 4th 

7. P to Q B 4th 

8. Kt to Q B 3rd 

9. Q to Q Kt 3rd 

10. B takes P 

11. Kt to K E 3rd 
a good game. 



Game IX. 



White. 

1. P to K 4th 

2. P to Q 4th 

3. B to Q_3rd 

4. Kt to K B 3rd 

5. P to Q 5th 

6. B to K 3rd 



Z KttoQB 3rd, with a good opening. 

Y 



Black. 

2. P to Q 3rd 

3. P to K 3rd 

4. Kt to Q 2nd 

5. B to K 2nd 

6. KKt^B^T^ 
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Queen's EmeHT Defence. 

Game X. 

White. Black. 

1. P to K 41ih 

2. P to Q 4th 2. Kt to Q B 3rd 

3. PtoQSth 3. KttoK4th 

4. P to £ B 4th 4. Xt to X B 2nd 
6. B to Q 3rd 6. P to K 4th 

6. Zt to K B 3rd 6. P to Q 3rd 

7. P to Q B 4fch 7. Kt to K B 3rd 

8. Kt to Q B 3rd 8. P to Q B 3rd 

9. Castles, with a good game. 

Game XI. 

White. Black. 

1. P to K 4th 

2. P to Q 4th 2. Kt to Q B 3rd 

3. B to Q 3rd 3. P to K 4th 

4. P takes P 4. Kt takes P 

5. Q to X B 5th (oh) 5. Kt to X B 2nd 

6. P to K B 4th 6. Kt to K B 3rd 

7. Q to K 2nd 7. B to Q B 4th 

8. Kt to Q B 3rd 8. Castles 

9. P to K 5th 9. E to K sq 
10. Kt to K B 3rd, with a fine opening. 

Game Xn. 

White. Black. 

1. P to K 4th 

2. P to Q 4th 2. Kt to Q B 3rd 

3. Kt to Q B 3rd 3. P to K 4th 

4. P takes P 4. Kt takes P 

6. P to K B 4th 5. Kt to K B 2nd 

6. B to Q B 4th 6. K Kt to R 3rd 

7. P to K B 5th 7. B to Q Kt 5th 

8. Kt to K B 3rd 8. Q to K 2nd 

9. Q to Q 4th, with a strong position. 

Game Xin. 

White. Black. 

1. P to K 4th 

2. P to Q, 4t\i *i. Kt to Q B 3rd 

3. KtioKB^TOL ^.^\»^%^^ 

4 PtoQ,B4t\i V.-^\/^^^\.^^V^ 
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5. Kt to Q B 3rd 5. Q Zt to K 2nd 

6. BtoQSrd 6. P to Q 4th 

7. Q to Q E 4th (oh) 7. Kt to Q B 3rd 

8. B P takes P 8. B ta«kes Kt (eh) 

9. P takes B 9. P takes P 

10. P takes P 10. Q takes P 

11. Castles, with a manifest superiority. 



Queen's Bishop's Pawn Depence. 

Game XIV. 

White. Black. 

1. P to K 4th 

2. P to Q 4th 2. P to Q B 4th 

This defence is very weak, as, after winning the second Pawn, 
Yhite can always obtain at least an eqnal position. 

3. Q to K E 6th (ch) 3. P to K Kt 3rd 

4. Q takes Q B P 4. Kt to Q B 3rd 
6. P to Q 5th 5. P to K 4th 

6. QtoQB4th 6. KttoQ5th 

7. Kt to K 2nd 7. Q to Kt 3rd 

8. Kt takes Kt 8. P takes Kt 

9. Q to Q 3rd, with a winning advantage. 



Game LVI. 

Between Dr. H. Eichardson (of Boston) and Herr Harrwitz, the 
Atter giving the odds of Pawn and Two Moves. Eemove Black's 
KB P. 

White (Dr. E.) Black (Herr H.) 

1. P to K 4th 

2. P to Q 4th 2. P to K 3rd 

3. B to Q 3rd 3. P to Q B 4th 

4. P to Q B 3rd 4. P to K Kt 3rd 
6. Kt to K B 3rd 5. P to Q 4th 

6. P to K 5th 6. Kt to Q B 3rd 

7. B to K 3rd 7. B to K Kt 2nd 

8. Kt to K Kt 6th 8. Kt to K E 3rd 

Bad; £ Kt to K 2nd was the proper moye. 

9. Kt takes K E P 9. Kt to K B 4tL 

Dare not take the Knight, on account o£ B tekeft 1LV>^ V^^ ^^^^vsbso^ K2s^^ 
exabange and two Pawns, 
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10. B to K Kt 5th 10. Q to Q Kt 3rd 

11. B takes Kt 11. El P takes B 

If— 

11. Kt P takes B 

12. Q to K B 6ih (oh) 12. K to Q 2iul 

13. Q to K B 7th (oh) 18. Kt to K 2iid 

14. Q takes Kt (oh) 14.KtoQB8rd 

15. Q takes K B, and wins easily. 

12. Kt to K B 6th (ch) 12. B takes Kt 

13. K P takes B 

Played, probably, with the object of leaving the King^s file open for an attack 
on Black's King, but B takes B would have Men much superior play. 

13. B P takes P 

14. Q to K 2nd (ch) 14 K to B 2ntf 

15. Castles 15. B to Q 2nd 

16. B P takes P 16. Q B to K sq 

17. Q to K B 3rd 17. Kt takes Q F 

18. Q to Q sq 

Q to any other square loses her. Suppose— 

18. Q takes Q P (ch) 18. B to K 3rd 

19. Q to K 6th 19. B to B 6th (eh) 

20. Q to B 4th or Kt 8rd 20. Kt to K 7th (dk), and wins. 



18. Kt to K 7th (ch) 

19. K to R sq 19. R takes R P (ch) 

20. K takes R 20. R to K R sq (ch) 

21. B to K R 4th 21. R takes B 

Mate. 



Game LVII. 

Between Mr. Atwood and M. Verdoni, the former reoeiving the 
odds of Pawn and Two Moves. Remove Black's K B P. 

White (Mr. A.) Black (M. V.) 

1. P to K 4th 

2. P to Q 4th 2. P to K 3rd 

3. B to Q 3rd 3. P to Q B 4th 

4. P to Q 5th 4. P to Q 3rd 

5. P to Q B 4th 5. P to K 4th 

Should haye played B to K 2nd in preference. 

6. P toKB 4t\i 6. P takes P 

7. B takes P n . ^\»\si C^&Ld 

8. P to K 5tli \ ^."^^1. 

9. (J to K B. 5«QL ^c^^ ^ • ^\.^^*iaA 
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If— 

9. PtoKKtSrd 

10. B takes Kt P (eh) la K to K 2iid (a) 

11. B takes K P 11. K Kt to B 3id (b) 

12. B takes Kt (eh) 12. Kt takes B 

IfK take B, QtoRAtk (c&) wms the Queen, 

la QtoK5th(Gh) laKtoQSnd 

14. B to £ B SUl Mate. 

(a) 

10. P takes B 

11. Q takes lEL, and, whateyer Black may plaj, White remains the 
xehange ahead. 

11. Kt takes B 

12. Q takes Kt (eh) 12. K to Q 2nd 
la B to £ B 6th. Mate. 

10. B to K Kt 5tli (ch) 10. Z Kt to B 3rd 

11. Kt to Q B 3rd 11. P to Q E 3rd 

To prerent Kt to Q Kt 6th. 

12. Kt to K R 3rd 12. Q to Q Kt 3rd 

13. CastleB (K B) 13. Q takes Kt P 

14. Kt to K 4th 14. Q to Q 5th (ch) 

15. K Kt to K B 2nd 

Compelled to interpose the Knight, to guard the King's Bishop. 

15. P to Q Kt 3rd 

16. Q E to Q sq 16. P to Q E 4th 

17. P to Q 6th (oh) 17. K to Q sq 

If— 

17. K to K 3rd 

18. B takes Kt (eh) 18. Kt takes B (c) 

19. Kt to Kt 6th (ch) 19. K to Q 2nd 

T/K take Q P, Q to KB 7th, and Black amnot save his Queen, 

20. Q to K B 7th (ch) 20. K to Q B 3rd 

21. B to K 4th (ch), and wins the Queen. 

(c) 

18. P takes B 

19. Q to K 8th (ch) 19. K to K B 4th 

20. Kt to K Kt 3rd (doub. oh) 20. K to Kt 4th 

ffK toB bth, Ktto K2nd (ch) wins the Queen. 

21. Q to B 6th (ch) 21. K V^'^^V:!! 
S2. QtoB6tb(eb) 22. IL U> ^ ^'Odl 

SSL QtoB 8rd. Mate. 
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18. K B to Kt sq 18. Q takes B P 

19. Et to K Kt 4th 19. P to E B 3rd 

20. B takes Kt (cli) 20. Kt takes B 

21. K Kt takes Kt 21. P takes Kt 

22. Kt takes B P 22. Q to K 3rd 

Suppofle— 

22. B to Q 2iid 

IfB toKKt 2nd, Whiiepla^ QtoKt6th,cmd wku at haH a piece, 

2a. Kt takes B 23. K takes Kt 

24. Q to K B 7th (oh) 24. K to Q B 3rd (i) 

I/Kio QBtq, Qttem motet. 

26. Q to Q B 7th (oh) 26. K to Kt 4th 

26. B to Q 3rd, and wins. 

24. KtoQsq 
26. QtoQB7th(ch) 26. KtoKsq 

26. B to K Kt 6th (ch) 26. Q to K B 2nd 

27. B takes Q. Mate. 

23. P to Q 7th 23. B takes P 

24. B takes B (ch) 24. Q takes B 

He can do nothing else; if K to Q B so, then White wins the Queen bf B to 
KB 6th, for if Black plaj Q takes Kt, his opponent moves Q toK8tii((^) 
and Q taJces Q, mate. 

25. Kt takes Q, and White wins. 



Game LVIII. 

Between Mr. J. Withers and Mr. Selkirk, the former giving the 
odds of Queen's Book in exchange for the Pawn and Two Moves. 
Bemove White's Q B and Black's K B P. 

Whitb (Mr. W.) Black (Mr. S.) 

1. P to K 4th 

2. P to Q 4th 2. P to Q 3rd 

3. B to Q 3rd 3. P to Q B 3rd 

4. P to K 5th 4. B to K 3rd 

5. Q to K B 5th (ch) 5. B to K B 2nd 

6. Q to K Kt 4th 

Threatening P to K 6th, which would confine Black's game almost irretrienbly' 

6. Q to Q 2nd 

7. BtoK.Bbt\i 7. P to K 3rd 

8. B to QBrd '^. ^ Xaisss^^ 

Better than P io Q, ^^•'^ %» w>^ 'B\sM3t ^\«au^ «.^xw^^sv«^^BSfe^. 
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9. F takes F 9. Q to Q 4th 

10. Kt to K B 3rd 10. B to Q Kt 5th (ch) 

11. K to B sq 11. Kt to Q 2nd 

Apparendj daneeroiu, giying to the K B ; but Black ^ta bis pieces into the 
fiflJdon the QneeirB side, and White's King^s Book ii qute blocked up. 

12. Q takes KtF 12. Q takes QBF 

13. Kt to K Kt 5th 

If— 

la Kt to Q B 3rd 13. B takes Kt 

14.PtakesB 14.QtoQKt8th 

16. K to K 2nd 16. Gutles, and carries on the 

attack much as in the 
game. 

13. Castles 

14. Kt takes B 14. Q takes Kt 

15. K to K 2nd 15. Kt to K 2nd 

16. Xt takes K B 

If Kt take Q B» K B takes Kt, and Black has a winning attack. 

16. Kt to Q B 4th 

17. Q takes Kt 17. B takes B 

18. B to K 3rd 

To enaUd him to take Book with Pawn; if he capture it on the moye, Queen 

18. Q takes B F (ch) 

19. K to B 3rd 19. B takes B (ch) 

This sacrifice is quite dedsiye. 

20. F takes B 

If— 

20. KtoB4th(a) 20. Q to K B 4th (ch) 

21. Ktakes B 21. Q to K 6th. Mate. 

(«) 

20. KtoKt4th 20. QtoKB4th(eh) 

21. K to B 4th 21. B to K6th (ch) 

22. PtoKt4th 22.,QtakesP. Mate. 

20. Q to K 5th (ch) 

21. K to K 2nd 

If K to B 2nd, Kt to Q 6th (ch) wins the Queen. AndifK to Kt 3rd, Q takes 
P on Black's K 4th (ch), then Q takes Kt, with a winning advantage. 

21. Q to K Kt 5th (ch) . 

22. K to B sq 22. Kt to Q 6th 

Orerlooking an easy mate in two moves, by Q to Q 8th (ch) and Kt to K 6th. 
This is, howerer, less to be regretted consiidering the interesting and instmctiyc 
continuation of the game. 

23. Q to K 8th (ch) 

If Q takeB, Q to Q 8th (ch) aiidQ,VAk»&^iiA.W 
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36. K to Kt sq 
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86. QtoK6th(ch) 
Or must ffive up the Book. 



86. B to Q B 4th (ch) 
87. E to B sq 37. Q to K B 6th (ch) 

38. £ to K sq 88. B to Q Kt 6th. Mate. 



Pawn and Move. 



This has always been a favourite description of odds between 
plaYers of nearly eqnal skill. It may be thought there is little 
diflierence between it and the odds of Fawn and Two Moves, but 
lliis is a mistake ; in the latter instance the first player, through 
Ids extra move, is enabled to exercise a terrible constraint over his 
adversary's forces, rendering it extremely difficult for him to de- 
velop his game ; but when giving the Pawn and Move the defend- 
ing player can generally obtain a free game, the superiority of his 
oi>ponent consisting not so much in having a great advantage in 
position, but chiefly in his being a Pawn ahead. 

King's Pawn Depence. 

Game I. 
White. Black. 

1. P to Z 4th 1. P to Z 3rd 

2. PtoQ4th 

This is generally admitted to be White's best move now. 

2. PtoQ4th 

3. Q to E: E 5th (ch) 3. P to £ Et 3rd 

4. Q to K 5th 4. Et to £ B 3rd 

5. B to £ Et 5th 5. B to £ 2nd 

6. B to Q Et 5th (ch) 6. £ to B 2nd 

If— 

6. Kt to QB 3rd 

7. P takes Q P 7. P to Q It 3rd (best) 

8. P takes £t 8. P takes B 

9. P takes Kt P, and wins. 

7. £t to Q B 3rd 7. Kt takes P 

8. Kt takes Kt 8. P takes Kt 

9. B takes B 9. K takes B 
10. Q to Kt 7th (ch) 10. K to 0,^x4 
IL P to Q .0 ^di, with a capital game. 
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Gakb IL 



Whiti. 

L PtoK4th 1. PtoK^rd 

2.PtoQ4UL 2.FtoQ4dL 

3.PtoK5ih 3.PtoQB4di 

4. Kt to K B 3rd 4. P takea P 

5. Et takes P 5. Sit to Q B ard 

6. Kt takes Kt 6. P takea Kt 

7. BtoQ3rd 7. KttoK2iid 

8. B to £1 Kt 5ih 8. Q to Q Kt ard 

9. P to Q Kt 3rd 9. B to Q 2iid 

10. Cagtlea 10. Gaatlea 

11. Kt to Q B 3rd IL P to K B 3rd 
12.KttoQB4ih 12.QtoQB2Eid 

13. B to K 3rd 13. Kt to K B 4ih 

14. B takea Kt 14. P takes B 

15. Q to Q 4th 15. KtoQKtsq 

16. P to K B 4th 16. B to Q B aq 

17. Kt to Q B 5th9 with a fine offisnaiye poaitioii. 

Game ILL 

Whitk. Blaci:. 

1. P to K 4th 1. P to K 3rd 

2. PtoQ4th 2. PtoQ4th 

3. P takes P 3. P takes P 

If Q take P, White plays 4. P to Q B 4th, with the bettergan 

4. B to Q 3rd 4. Kt to K B 3rd 

5. B to K Kt 5th 5. B to K 2nd 

6. Kt to Q B 3rd 6. B to K Kt 5th 

7. P to K B 3rd 7. B to K E 4th 

8. Q to K 2iid 8. Castles 

9. Castles (Q B), with a good opening. 

Game IY. 

White. Black. 

1. P to K 4th 1. P to K 3rd 

2. P to Q 4th 2. P to Q B 4th 

3. Kt to K B 3rd 3. P takes P 

4. Kt takes P 4. Kt to Q B 3rd 

5. Kt to Q Kt 5th 

This attack, it wiiSL\>G -nQ^acftfti^Sa ^JJmvo.'^^^dfiiitical with that 
teined in one oi tSa© -^r^njai^x^ ^l >3aa ^\c^oaai.^\RSKsas^. 
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6. Kt to K B 3rd 

6. Q Kt to Q B 3rd 6. P to Q R 3rd 

7. Sit to Q 6th (ch) 7. B takes £t 

8. Q takes B 8. Q to K 2nd 
&. B to K B 4th, with a fine game. 

Gamb Y. 

White. Black. 

1. P to K 4th 1. P to K 3rd 

2. P to Q 4th 2. P to Z Kt 3rd 

3. P to K B 4th 3. P to Q 4th 

4. P to K 5th 4. P to Q B 4th 
6. P to B 5th 5. B to Kt 2nd 

6. B P takes P 6. B P takes P 

7. B takes B 7. B takes B 

8. B to Q 3rd, with a capital attack. 



Queen's Pawn Defence. 

Game YI. 

White. Black. 

1. P to K 4th 1. P to Q3rd 

2. P to Q 4th 2. Kt to KB 3rd 

3. Kt to Q B 3rd 3. Kt to Q B 3rd 

4. P to Q 5th 4. Kt to K 4th 

5. P to K B 4th 5. Kt to K B 2nd 

6. Kt to K B 3rd 6. P to K 4th 

7. P takes P (enpae.) 7. B takes P 

8. PtoB5th 8. BtoQ2nd 

9. BtoQB4th 9. QtoK2nd 

If Kt to K 4th, White exchanges Ejiights, with a fine position. 

10. Castles 10. Castles 

11. B to K Kt 5th 11. P to Q B 3rd 

12. Q to Q 4th 12. P to Q Kt 3rd 

13. P to Q B 4th, with a great superiority. 



Queen's Knight Defence. 

Game VII. 
White. Black. 

1. P to K 4th I. Kt to Q,^^T^ 

2. P to Q 4th 2. Pto'K.^^ 
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3. F takes F 3. Kt takes F 

4. F to £ B 4.th 4. Kt to K B 2nd 

5. BtoQB4th 5. KKttoE3rd 

6. Kt to KB 3rd 

6. Q to Q 4th is also a good move : Black's best reply is 6. B to 
X 2nd, when White mnst not take K Kt F, but develop his game, 
with the better position. 

6. B to Q B 4tih 

7. Kt to Q B 3rd 7. F to Q B 3rd 

8. Q to K 2nd or F to Q B 4th, with a good game. 



Game Vm. 

White. Black. 

1. F to K 4th 1. Kt to Q B 3rd 

2. F to Q 4th 2. F to K 4th 

3. F to Q 5th 3. Q Kt to K 2nd 

4. B to K Kt 5th 4. F to Q 3rd 

6. B to Q 3rd 6. F to K Kt 3rd 

6. F to K E 4th 6. F to K E 3rd 

7. B to K 3rd 7. B to Kt 2nd 

8. Kt to K 2nd 8. Kt to K B 3rd 

9. FtoQB4th 9. KttoKt5th 
10. Qto Q 2nd 10. F to Q B 4th 

Black has a fine position. 



King's Kihght Depence. 

Game IK. 

White. Black. 

1. F to K 4th 1. Kt to K E3rd 

2. F to Q 4th 2. Kt to K B 2nd 

3. F to Q B 4th 3. F to K 3rd 

4. F to Q E 3rd 4. F to Q B 3rd 
6. Kt to Q B 3rd 5. F to Q 4th 

6. F to K 5th 6. B to K 2nd 

7. Q to K Kt 4th 7. F to K Kt 3rd 

8. B to K 3rd 8. Q to Q E 4th 

9. E to QB sq 9. B to Q 2nd 

10. Kt to K E.§Td 10, E to K Kt sq 

11. B to Q, ^rd W ^^^'Wi ^^%td 

12. Oa8tIeB,wVftx«iitoao^T5Mi%. 
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King's Knight's Fawn Defence. 

Game X. 
White. Black. 

1. P to K 4th 1. P to K Kt 3rd 

2. P to Q 4th 2. B to Kt 2nd 

3. P to K B 4th . 3. P to K 3rd 
4.KttoKB3rd 4. P to Q 3rd 
6. P to Q B 4th 6. Kt to Q 2nd 

6. P to K 6th 6. Kt to Kt 3rd 

7. B to Q 3rd 7. B to Q 2nd 

8. Kt to Q B 3rd 8. Q to K 2nd 

9. B to K 3rd 9. Kt to K B 3rd 
10. P to K B 3rd, with a very fine position. 



Queen's Bishop's Pawn Defence. 

Game XI. 
White. Black. 

1. P to K 4th 1. P to Q B 4th 

2. Q to K B 6th (ch) 2. P to K Kt 3rd 

3. Q takes B P 3. Kt to Q B 3rd 
4.PtoQB3rd 4.PtoK4th 

5. Q to Q B 4th 

White has two Pawns advantage, and an equal position. 



Game LIX. 

Between Connt Brohl and M. PhiKdor, the latter giving the 
ds of Pawn and Move, and contesting this and another game 
Qultaneonsly, both blindfold. Bemove Black's K B P. 

White (Connt B.) Blaxjk (M. P.) 

1. P to K 4th 1. Kt to K R 3rd 

2. P to Q 4th 2. Kt to K B 2nd 

3. B to Q B 4th 3. P to K 3rd 

4. B to Q Kt 3rd 

SridenUy apprehenrire of P to Q 4ih, attacking the BUbop, when "White 
lid baye beoi compelled to take with £ P or to retreat the Biahsv^'&\a^ ^ 
icr MM hMving a good game. But Q to K 2nd. iraold. '^^^ ^j^ffiXA^^^tst^sote^ 
mare ibreAtened, withoot Joeing time. 
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4. P to Q 4th 

5. P to K 5th 6. P to Q B 4th 

6. P to Q B 3rd 6. Kt to Q B 3rd 

7. P to K B 4th 7. Q to Q Kt 3rd 

8. Et to K B 3rd 8. B to K 2iid 

9. B to Q B 2nd 9. B to Q 2nd 

10. P to Q Kt 3rd 10. P takes P 

11. P takes P 11. B to Q Kt 6th (ch) 

12. K to B 2nd 

If B or Kt to Q 2nd, Black otptnres the Queen's Pawn with the Koi^tlbr 
nothing, with the bettw game. 

12. P to K Kt 4th 
Getting an open file for his Book. 

13. B to K 3rd 

If P take P, Black wins the Kind's Pawn for it, with a fine yoatioiL Bot 
the strength of White's eame was his centre Pawns, and instead of aHowing 
them to be broken up he diould haye played P to K Kt 3rd, supporting them. 

13. P takes P 

14. Q B takes P 14. E to K B sq 

Intending— 

16. Kt takes K P 
16. B takes Kt 16. Kt takes B, and White can- 

not reooyer the Fawn. 

15. B to K 3rd 15. P to K B 3rd 

Threatening Kt to Kt 4th. 

16. P to K E 4th 16. Castles 

17. P to E 3rd 17. B to K 2nd 

18. Q to Q 3rd 18. E to Kt sq 

19. Q Kt to Q 2nd 19. Q E to B sq 

20. Q to B 3rd 20. K to Kt sq 

This was a lost more ; he should hare played Kt takes P at once. 

21. E to E 3rd 

Evidently unconscious of the dang^. 

21. K Kt takes P 

22. P takes Kt 22. P to Q 5th 

23. Kt to B 4th 

If B take P, Kt takes P, threatening a dangerous discovered check. 

^, „ 23. P takes B(ch) 

24. Kt takes P ^ ^ 

If Q take P,Q,takeft (^V<i^^,MiiiSi^"Mi'S.\»Ju^'^,^\^^ 
take Q, Kt take&K7,'s^xnm^^\siQv^i^DkSstQ^ 
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24. B to B 4.th 

25. F to Q Kt 4.th 

Loamg the game at onoe; bat it was previouBly beyond hope. White should, 
9B his (miy dumoe, hare pl^ed B to K "^to which Black would answer with 
B to Q 6th and Kt takes K r, threatening^t to Kt 6th (ch), and winning. 

25. B takes Kt 

26. Q takes B 

If K to B sq, BUbck mores B to Q 6th, winning the Book ; and if K to K sq, 
B takes Kt P, and wins easily. 



26. B takes F (ch) 

27. E: takes B 27. Q takes Q 

28. B to K sq 28. Q to B 5th 

29. B to K 4th 29. Q to B 8th 

30. £t to £ sq 30. Kt to K 2nd 

Threatening B to Q B 3rd, pinning the Book. 

31. B to Q B 4th 31. Q takes Kt 

32. B to Q 3rd 32. B to B 7th (ch) 

33. K to Zt 3rd 33. Q to Kt 8th 

Mate. 



Game LX. 

Between Messrs. G. Fhillips and Selkirk, constdting together, 
and Mr. W. Thomson, the latter giving the odds of Fawn and 
Move. Bemove Black's K B F. 

White (Allies). Black (Mr. T.) 

1. F to K 4th) 1. Kt to Q B 3rd 

2. F to Q 4th 2. F to K Kt 3rd 

Desiroos, apparently, of taking his opponents "out of the hooks;" hut this 
more affords them too much time. 

3. F to Q 5th 3. Kt to K 4th 

4. F to K B 4th 4. Kt to K B 2nd 
6. Kt to K B 3rd 

To prevent P to K 4th. 

5. K Kt to B 3rd 

6. B to Q 3rd 6. B to K Kt 2nd 

7. F to K 5th 

White hare now a great superiority of position, mainly owing to Black's 
second more. Their iMt move still fiirther cramps Black's game, and threatens, 
if either King's or Queen's Pawn is moved out, to puAh on t»V>»^v«TL «i(XMSafi^<k 
eompletety locking op the position of the second pla^ot. 



^AWH AHD XOVK. 
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22. Ki to Q B 3rd 
tiba tn^ in whidi he k pbeed; he ha» noUnnf 

23. Q to Q Kt 5th 

Ml, hy wUdi Bhi^ woold gfM% mliere hinMeif 
if at jwBsent mbieei. 

24. QtoQKteth 

4lii prerenti the eanymg out of Black's inlentioa. 

25. Q to Q B 5th 



to Q 6th ; ihej need not, howerer, hare made thia 
on at onee wiu the attadc, s.g. : — 



■q 



(di) 
P(ch) 

(A) 



S 



(«) 



26. QKttoQSUi 

27. £t takeg Kt 

28. QtakeaB 

29. K to B 2nd (a) 
ao. K takes B 

31. £ to B 4di 
82. KtakeaBP 



29. B takes Kt 



xaB 30. PtoQEt4th 

ttkrdi) 31.S:toB2nd 

KtP(cii) 32.KtakeaB 
IMi. Mate. 

26. Q takes Q Kt P 
Esq 27. QtoQB5th 

Tookte; he haa no time. 



B6th(ch) 



B 

KtSth 
BSth. Mate. 



Kt6t]i(cii) 
B8th 



(ft) 



28. K to B 2iid 



28. BtakeaKt 

29. Q Kt to Q 6th (6) 

30. Kt takes Q 



29. K to B 2nd 

30. KtoKsq 

31. KttoK2Dd^<J^ 
82. K.to(^tc\^ 
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7. PtoQBSrd 
aPtoQB4di aPtekesP 

9, P takes P 9. Q to Q Kt Srd 

10. Q tt> K 2nd 



Bfaek'f k^ mof« pcwcntol WUte from ewffin^ on tibe King's mk; A0f 
tbcfcfcre plaj ikm f t | i «1inj to B to K Skd, to enaUe than to cutiB. 



10. Castles 

11. B to K 3rd 11. Q to Q B 4ih (di) 

12. Xt to Q B Srd 

Inteipouc amd ako ga ar i liiig the Qneen'a Biwn. 

12. Et to K ]eai 5th 
Aii¥Tnni to irrf hwigfi piecw to free hia gMna. 

13. BtoQ4th 

Still, •• a mittv of eoozM^ kMfiBff ^ ^be "cm^." 

13. P to Q B 3rd 

With the djeet of playinf on the Q Kt P, and bringing the Q B to Q Kt Snd. 

14. Castles (K B) 14. P to E Srd 

15. P to Q 6th 

OompletiDg the jamb. 

15. K Kt to B 3rd 
IfQKtarKBto this sqoaie, P to K B Srd would of conzse win tiie K Et 

16. Kt to K 4th 

Bringing another piece to the attack of Black's King. 

16. Kt to K B 4th 

BUbck can only make a few detached, desultory efforts to eecape from his bonds; 
he is compelled to wait nntil Mb opponents organiae their attack. 

17. B to K B 2nd 17. P to K B 4th 

To prerent P to K Kt 4tb. 

18. P to K B 3rd 18. Kt to Q sq 

"With the intention of playing the Kt to Q B 3rd, anl then to Q 6tli, forcing 
the exchanges. 

19. P to K Kt 4th 

White, having all their pieces well under command, now oommesce their 
attack, and pursue it so successfully that in a few mores Black's forces ars tho* 
roughly defeated. 

19. P takes P 

20. P takes P 20. Kt to K B 3rd 

21. P to K.t 5t\i 21. Kt to K B 4th 

22. K to Kt 2iid 

For the purpose ^it\)TmgfliS^aaft'BJo^'8A w«»\ftV5M^ 
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22. Kt to Q B 3rd 

His King euaot get out of the trap in which he is placed; he has nothing 
ttortodo. 

23. B to K B sq 23. Q to Q Kt 5th 

24. F to Q B 3rd 

Apprehenaiye of Q Kt to Q 6th, by which Black would gready relieye himself 
om the pressure to which he is at present sutrjeot. 

24. Q to Q Kt 6th 
f Q to Q B 6th, P to Q Kt 4th preyents the carrying out of Black's intention. 

25. B to K B 3rd 25. Q to Q B 5th 

26. P to Q Kt 3rd 

Still apprehensiye of Kt to Q 6th ; they need not, howeyer, haye made this 
ore, but diould haye gone on at once wiui the attack, e,ff, : — 

26. Q B to K B sq 26. Q Kt to Q 6th 

27. Kt takes Kt 27. Kt takes Kt 

28. B takes Kt 28. Q takes B 

29. Kt to K B 6th (ch) 29. K to B 2nd (a) 

80. B takes Kt P (ch) 30. K takes B 

81. Q to K B 6th (ch) 81. K to B 4th 

82. P to Kt 6th (dis. ch) 82. K takes B P 

83. B to K B 8rd. Mate. 

(a) 

29. B takes Kt 

'IfB tdkeJKi, Kt P tahe» B, winning easily, 

80. Kt P takes B 30. P to Q Kt 4th 

81. B to B 8th (ch) 31. K to B 2nd 

82. B takes Kt P (ch) 32. K takes B 
88. QtoKB6th. Mate. 

26. Q takes Q Kt P 

27. Q B to K B sq 27. Q to Q B 5th 

Too late; he has no time. 

28. Kt to K B 6th (ch) 28. K to B 2nd 

Suppose— 

28 B takes Kt 
29. Kt P takes B 29! Q Kt to Q 6th (ft) 

80. Kt to K Kt 6th 30. Kt takes Q 

81. B to K B 8th. Mate. 

(6) 

29. K to B 2nd 
80. Kt to K Kt 6th (ch) 30. K to K sq 

31. B to K B 8th 31. Kt to K^n^ VA V.^ 

82. TtoB7th (cb) 32. E.toQ,%(V 
S3, B takes B. Mate. 
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W 

SL KtlakMQP 
88. B Ukef B (eh) 8S. K tek« B 

n. BtoKBdth. ICate. 

81. Kt to K B 8kd 
82. B takM Kt P (ell) 8S. Kt to K B Stad 

33. B taJcM Kt (ch) 83. K to Q tq 

84. B takes B. Mate. 

And if 28. B takea Kt, White retake with Kt P, and win. 
29. B takes Kt 29. Kt P takes B 

If— 

29. K P lakea B («) 
80. QtoQB8nd(dk) 80. QtoQB6th 



8L Q takea Q. Mate. 



(•) 



99. B takea Kt 

80. Kt P Ulkm B 80. P takee B 

81. Kt to K Kt 6th (oh) 81. K to K eq 

82. B to K B 8th 82. Q to K 6th (eh) (/) 
88. Q takes Q 88. P takea Q 

34. B takes B (ch) 84. K takea B 
86. B to B 8th. Mate. 

(/) 

82. Kt to K 2nd 

88. P to K B 7th roh) 88. K to Q sq 
84. K takes B. Mate. 

30. P to Kt 6th (ch) 30. K takes P 

81. Kt to K B 4th (oh) 31. K to B 2nd 
32. Q to K B 5th. Mate. 
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SYNOPSIS OF END GAMES. 

Queen and Book. 

Two Books. 

Queen. 

Book. 

Two Bishops. 

Bishop and Knight. 

Two Knights. 

Bishop and Pawn. 

Knight and Pawn. 

Queen and Pawn against Queen. 

Book and Pawn against Queen. 

Book against Queen. 

Two Bishops against Queen. 

Two Knights against Queen. 

Bishop and Knight against Queen. 

Two Books against Book. 

Book and Bishop against Book. 

Book and Knight against Book. 

Three Minor Pieces against Book. 

Book and Pawn against Book. 

Bishop against Book. 

Knight against Book. 

Pawn against Queen. 

Pawn against Book. 

Pbwn against Bishop. 

Pftwn against Knight. 

Pawn. 

Pawn against Pawn. 

Two Pawns against Pawn. 

Two or more Pawns against two or more Pawns. 
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CHAPTER XL 

ENDINGS OF GAMES. 

It is a difficult art to play the endings of sames with precbion, 

and one that is rarely displayed except by finished practitioners. 

The nature of the calculations required is so different from the 

nature of those necessary in the opening and middle of a game, 

that skill in the latter respect by no means implies the possession 

of it as regards the former, although, of course, it is a great step 

towards acquiring it. Tyros are apt to believe that when there 

are few pieces upon the ooard, or, it may be, three or four Pawns 

only, the calculations are simple and easily made; they forget that 

then the player frequently nas not his intuitive judgment of 

position to aia him in at once rejecting an unsuitable move — that 

scarcely any move then can be disposed of at sight, but that each 

one must be thoroughly analyzed, and the result carefully borne 

in mind. Indeed, it is hardly too much to say that more 

" analysis " is requisite in playing a difficult and evenly balanced 

ending than in most other positions. The " certainty " of an end 

game, the absence of all opportunity for the display of judgment 

— using this word as implying the faculty of playing for a possible, 

though at the time unforeseen, benefit — renders the result 

absolutely dependent upon downright hard work and application; 

and hence the plodding, careful amateur is quite as likely, if not 

more so, to excel in this department as he whose brilliant dash so 

frequently carries all before it in earlier positions. Time after 

time has an attack been conducted to a successful issue, so far as 

obtaining an advantage sufficient to win is concerned, and, at the 

last moment, the fruits of perhaps hours of intense study have 

been lost through inability to effectually secure them, or, more 

annoying still, through a momentary cessation of the thorough 

attention required to the very last move. From this it will be 

evident that careful study alone is of service in such cases ; and 

the amateur who has a previous knowledge of analogous positions 

will have a great advantage over one who is ignorant of them. 

The student, therefore, should not be tempted by the beauty of 

dashing games to devote his attention solely to them ; he should 

study the endings, and endeavour to become proficient in them, 

for then only wiW ^le ieeV ^;)aa,\. caXm. ^^«vrc\fc^ which the possession 

of knowledge insures. . 

In playing over t\ie VXiM&\.Ta.\»v?^ ^la^^ ^"oJs»x£^^A.\si.»viB.^^as^issss^ 
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portion of this work, some idea will have been gained of various 
endings, but not sufficient for obtaining the security just alluded 
to. ^e information, however, conveyed in this chapter, rightly 
applied, will supply the deficiency. Commenciug with the simpler 
cneckmates, the learner will be gradually led up to the more ab- 
struse positions, in which one seemingly unimportant move makes 
the difference between success and defeat, or between a victory 
and that most unsatisfactory of terminations — a " draw." And let 
it be remembered that excellence in the playing of endings can 
best and most easily be attained by study from the " books ; '* in 
them the place oi a teacher can readily be supplied, and the 
student be spared the toil of discovering for himself the correct 
modes of play — or, rather, be .spared the vexation of floundering 
on in perplexity as to the soundness of his conclusions, and most 
likely the mortification of ascertaining, when too late, that all he 
knows, opposed to sound skill, amounts to nothing. 



Queen and Eggk. 

To effect this checkmate you must force the King, by a series of 
alternate checks, to the side of the board, and then mate. The 
easiest way of doing this is to keep the Hook one square nearer to 
the adverse King than your Queen is, because if the latter is the 
nearer piece she is not supported by the Eook, and cannot ^ve 
the alternate checks unless Black's King is distant ; you therefore 
would lose time. (See Diagram 1 at end of chapter. ) 

White. Black. 

1. Q to Q Kt 3rd 1. K to B 3rd 

2. Q to Q E 3rd 2. K to B 4th 

3. Q to E 6th (ch) 3. K to B 3rd 

4. E to Kt 6th (ch) 

Were the positions of your Queen and Eook reversed, the 
former being nearer to Black's King, you could not now give this 
check without putting the Queen en prise. 

4. K to B 2nd 
6. Q to E 7th (ch) 6. K to B sq 

6. E to Kt 8th. Mate. 



Two EOOKS. 

The princi^e of this mate is the same as that of the last. When 
the adverse Kmg approaches the Eooks the latter m.ust \^^ '^\s»^^ 
over to the other side of the board, aad \i\i.ft lOTCSfl\% ^^^^'^ ^iss^- 
tinaed as before. 
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Queen. 

The opponent's King most be forced to the side of the board, 
and yoor own Kingbronght in front of it, with only one square 
between them. The following is the mode of doing this 
(Diagram 2): — 

White. Black. 

1. £ to Kt 4th 

The moves in this example— as in those which follow — are 
intended, not to show the smallest number in which mate can be 
effected, bnt to illustrate the principle by which the resfdt is 
attained ; this being learnt, its propeV application in each case that 
may occur will be readily understood aiber a little consideration. 

1. £.to Q 4th 

2. K to B 4th 2. £ to Q 5th 

3. Q to K 5th (oh) 

Forcing the Black Xing one square nearer the side. 

3. K to B 5th 

4. K to K 4th 4. K to Kt 6th 

5. Z to Q 4th 5. Z to Kt 5th 

6. Q to Q B 5th (ch) 6. K to £ 5th 

7. Q to Q Kt 6th 

The Queen is moved here to keep Black on the side file. Here 
is an instance of the mistake to be guarded against with ^ing aad 
Queen a^inst King only. Had White, instead of moving as he 
did, contmued to bring up his King, and played it to either B 3rd 
or B 4th, Black, not being in check, would have had no move left 
without going into check, and consequently he would have been 
stalemated, and the game drawn. 

7. K to R 6th 

8. K to B 3rd 8. K to R 5th or 7th 

9. Q to Q Kt 4th or 2nd. Mate. 



EOOK. 

In this the adverse Song must similarly be forced to the side, 
your King brought exactly opposite, with one square between 
them, and then the Kook played on the end file, (decking, gives 
mate (see Diagram 3). 

White. Black. 

1. RtoQKt4^ 1. KtoQB4th 

2. R to KB. 4^ ^.lL\A^V(Sa. 

8. KtoK^Td %.^\ft^^%i2B. 
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If Black played £ to K 4th, White would answer with B to 
"K B, 5tii (ch), compelling him to move back to the third rank. 

4. B to Q 4th 

It is important to keep the Book between the two Ku^gs> to 
prevent Black's escaping in case the White King cuts on the 
action of the Book. 

4. K to Q B 3rd 

5. K to K 4th 5. K to Q B 2nd 

6. K to K 5th 6. K to Q B 3rd 

7. B to Q B 4th (ch) 7. K to Q Kt 4th 

8. £ to Q 5th 8. K to Q Kt 3rd 

9. B to Q B 5th 9. K to Q Kt 2nd 

10. B to Q B 6th 10. K to Q Kt sq 

11. K to Q B 5tli 11. K to QKt 2nd 

12. K to Q Kt 5th 12. K to Q B 2nd 

13. B to Q B 7th (ch) 13. K to Q B sq 



14. K to Q B 6th 14. K to Q Kt sq 

15. B to Q B sq 

16. B to Q B 8th. Mate. 



15. B to Q B sq 15. K to Q B sq 

~ ' ~ 1th. "" 



Place the pieces on the board as follows : — ^White King on Q 6th 
ftnd Book on Q 5th ; Black Kin^ on Q s(}. White has to move. 
Endeavour, without looking at uie solution below, to mate Black 
in three moves.* 



Two Bishops. 



Some care is required in this checkmate. It can only be aocom- 

Slished by forcing Black into one of the comers, as will be seen 
•om the following (Diagram 4) : — 

White. Black. 

1. B to K Kt 7th 1. K to Q B 4th 

2. B to K 6tli 2. K to Q 3rd 

3. B to Q B 4th 3. K to Q B 4th 

4. K to Q B 3rd 4. K to Q 3rd 



* Whitb. Black. 

1. S to Q sq 1. K to K sq 

2. £ to K B sq 2. K to Q sq 

3. £ to K B 8th. Mate. 

If Black had moved 1. K to Q B sq, White ^Qold \a^« ^«:^^.'^Ha^ 
Kt Bg, mating on Q Kt 8th, It does not mattet whete 0[kA 'fiocik. S& ^^<^^^ 
the Gr§t more. 
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5. K to Q 4th 5. KtoQBSrd 

6. B to K B 8th 6. £ to Q 2nd 

7. K to Q B 5th 7. K to K sq 

8. B to Q 6th 8. £ to Q 2nd 

9. B to Q 5th 9. K to K Bq 

10. £ to Q B 6th 10. £ to Q sq 

11. B to K B 7th 11. K to Q B sq 

12. B to K 7th 12. £ to Q Kt sq 

13. K to Q Kt 6th 13. K to Q B sq 

14. B to K 6th (ch) 14. K to Q Kt sq 

15. B to Q 6th (ch) 15. K to Q B sq 

16. B to Q 5th. Mate. 

lliere are of course several yariations Black may adopt, but in 
each of them White wins on the principle develc^xSd above. 



Bishop and Knight. 



This is a more difficult checkmate than the last, as yon must not 
only force the adverse King into a comer, bnt into one commanded 
by your Bishop. The moms operandi is as follows (see Diagiam 
5.): — 

White. Biack. 

1. K to K 4th 1. K to B 3rd 

2. B to Q B 4th 2. K to Kt 4th 

3. Kt to K B 5th 3. K to B 3rd 

4. K to B 4th 4. K to Kt 3rd 

5. Kt to Q 6th 5. K to B 3rd 

6. Kt to K 4th (ch) 6. K to Kt 3rd 

7. B to Q 5th 7. K to B 3rd 

8. K to B 5th 8. K to Kt 2nd 

9. K to Kt 5th 9. K to B sq 

10. K to B 6th 10. K to B 2nd 

11. Kt to K Kt 5th (ch) 11. K to B sq 

12. Kt to K B 7th (ch) 12. K to B 2nd 

13. B to K 4th (ch) 13. K to Kt sq 

14. B to K B 4th 14. K to B sq 

15. B to K R 7th 15. K to K sq 

16. Kt to K 5th 16. K to Q sq (best)(a) 

17. K to K 6th 17. K to B 2nd 

18. Kt to Q 7th 18. K to B 3rd 

19. B to Q 3rd 19. K to B 2nd 

20. B to Q Kt 5th 20. K to Q sq 

21. Kt to K 5t\i *It. K to B 2nd 

22. Kt to Q B 4i^\i '^'^' ^^^ ^^ 

23. K to Q 6tb. "^^^ ^\»^^ ^^ 
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24. Kt to Q E 5th 24. K to Q sq 

25. Kt to Q Kt 7th (oh) 25. K to B sq 

26. K to B 6th 26. K to Kt sq 

27. Kt to Q 6th 27. K to E 2nd 

28. K to B 7th 28. K to E sq 

29. B to Q B 4th 29. K to E 2nd 

30. Kt to Q B 8th (eh) 30. K to E sq 

31. B to Q 5th. Mate. 

(a) 

If K to B sq, White wins thus : — 

16. K to B sq 

17. Kt to Q 7th (ch) 17. K to K sq 

18. K to K 6th 18. K to Q sq 

19. K to Q 6th 19. K to K sq 

20. B to K Kt 6th (ch) 20. K to Q sq 

21. Kt to Q B 5th 21. K to B sq 

22. B to K B 7th 22. K to Kt sq 

23. Kt to Q Kt 7th (ch) 23. K to B sq 

24. K to B 6th 24. K to Kt sq 

25. K to Kt 6th 25. K to B sq 

26. B to K 6th (ch) 26. K to Kt sq 

27. Kt to Q B 5th 27. K to E sq 

28. B to Q 7th 28. K to Kt sq 

29. Kt to Q E 6th (ch) 29. K to E sq 

30. B to Q E 6th. Mate. 



Two Knights. 



The King and two Knights cannot of themselves give mate ; bat 
* the other player have one or more Fawns they may occasionally 
e made to crowd his Sang in such a manner tliat he wiU be 
heckmated. 



Bishop and Pawn. 



A Fawn and Bishop against the unaided King will as a matter 
f course generally win, but there are exceptions to this, as to 
very other rule. When the Fawn is on the Book's file, and the 
lishop does not command the eighth square of that file, the ad- 
erse Kin^ will draw unless he can be prevented from getting ia 
ront of the Fawn. This position (Diagram. 6^ eiL^ci^^^^ ^c^« 
nr if Black bare the move he wiH get to "bia Q, "B» aa^^5ii^.^a»!«\ 
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bat if White have the move he will win, owing to Black's inability 
to reach that square. 

Snppose Black moves first : — 

White. Black. 

1. K to Q 2nd 

2. P to B 4th 2. K to B sq 

3. F to B 5th 3. K to Zt sq 

4. P to B 6th 4. K to B sq 

5. K to K 6th 5. E: to Kt sq 

6. K to Q 6th 6. £ to B sq 

7. K to B 6th 7. K to Kt sq 

8. E to Q 7th 8. K to B sq 

9. P to B 7th 9. K to Kt 2nd 
10. K to Q 8th 10. K to B sq 

And White cannot prevent Black from playing backwards and 
forwards on these two squares without giving stalemate. Now 
suppose White has the move : — 

Whits. Black. 

1. K to K 6th 1. K to B sq 

2. P to B 4th 

Black is here unable to get in firont of the Pawn, and therefore 
loses. 



Knight and Pawn. 

This ending is somewhat similar to the last : White wins ordi- 
narily, but when the Pawn is on the Book's files he may draw if 
within reach of it (see Diagram 7). Here it is obvious that 
if White remove the Elniffht the Pawn falls, and if he attempt 
to protect the latter with the King he gives stalemate, the game 
being drawn in either case. 



Queen and Pawn against Queen. 

In most cases this is a drawn game, the single Queen giving 
perpetual check or taking up such a position that the Pawn can- 
not be moved without discovering check. There are, however, a 
number of instances m ^\^<(^ >i^« 'S«2?n^ caxL be queened, partica- 
larly if it is at the aeven.V^ia^^aaic^«sA>iJfi^^^«s^^^ 
is a fine example ^a©e"Dift«c«ni^'^.— 
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White. Black. 

1. Q to Q Kt 4th 1. K moyes 

2. K to Q 8th 2. Q to Q B sq (ch) 

3. F queens, and wins. 

Were White, on his first move, to play K to Q 8th at once, 
Slack would move Q to Q B 4th, and the Pawn conld not move 
"without discovering check. 



EooK AND Pawn against Queen. 

Sxcept in a few cases the Qneen will win, the exceptions being 
when the adverse Sang cannot be forced in front of his Pawn« 
The method of winning is as follows (see Diagram 9), as analyzed 
by Philidor : — 

White. Black. 

1. Q to B 7th (ch) 1. K to K 3rd (best) 

2. Q to Q B 7th 2. B to Q B 4th 

3. Q to Q 8th 3. B to K 4th 

4. Q to K 8th (ch) 4. K to Q 4di 

5. Q to Q B 8th 5. B to K 5th (ch) 

If B to £ B 4tb. White plays 6. Q to Q B Still (ch), and soon 
uroa the Pawn. 

6. £ to B 5th 6. B to £ 4th (ch) 

7. KtoB6th 7. BtoK5th 

8. Q to K B 5th (ch) 8. B to K 4di 

9. Q to Q 3rd (ch) 9. K to B 4th 

10. Q to Q 2nd 10. K to B 3rd 

11. Q to Q 4th 11. Z to Q 2nd 

12. QtoQB4th 12. BtoQB4th 

13. Q to £ B 7th (ch) 13. K to B 3rd 

14. K to K 7th 14. B to £ 4th (ch) 

15. K to Q 8th 15. B to Q B 4th 

16. Q to Q 7th (ch) 16. £ to Q 4th 

17. K to £ 7th 17. B to Q B 3rd 
la Q to £ B 5th (ch) 18. £to B 5th 

19. £ to Q 7th 19. B to Q B 4th 

20. Q to £ 4th (ch) 20. £ to Xt 6th 

21. £ takes P, and wins. 

Two Pawns and a Book almost always draw againat a Qneen. 



Book against Queen. 

MoMy the Qneen will win against Uie BaoV ^cm^^Vs^ ^fcro^ 
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attack when giving check at the same time. Occasionally, how- 
ever, the Eo^ can be so sacrificed that stalemate results, as in 
this instance, from Fonziani (see Diagram 10) : — 

White. Black. 

1. £toKB2nd(ch) 

2. X to Kt 2nd 2. R to K Kt 2nd (ch) 

3. K to B 3rd 3. B to Z B 2nd (ch) 

4. £ to Kt 4th 

Not to K 4th, as Black would then play 4. B to K 2nd, pinning 
the Queen. 

4. B to K Kt 2nd (ch) 

5. £ to B 5th 5. B to K B 2nd (ch) 

6. K to Xt 6th 6. B to K Et 2nd (ch) 

7. £ to B 6th 7. B to K B 2nd (ch) 

White cannot take the Book without giving stalemate, and if lie 
play £ to B 6th Black will plav B to K £t 3rd (ch), compelling; 
nim to take or give up the Queen for the Book. The game is 
therefore drawn. 



Two Bishops against Queen. 

The Queen will generally win in this case, but there are certain 
positions which may be obtained by the weaker side in which 
the game will be drawn. A very slight mistake, however, will 
throw away the chance. The variations are too long for insertion 
in this work, and a knowledge of them is not requisite except for 
finished players. 



Two Knights against Queen, and Bishop and Knight 

AGAINST Queen. 

The same observations as apply to the last case apply also to 
these ; the Queen nearly always wins. 



Two Books against Book. 

The two Books, it may be said, wiU win always, there being TCiy 
few exceptions, and all dependent on the power of forcing^ stafe* 
mate. In this position, however, given by Stamma (see Diagraa 
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11), it seems at first sight as though it]is impossible for White to 
ayoid the draw, for mate is threatened on the move, and it cannot 
^parendy be avoided without losing the attacked Book. White, 
neyertheless, does win, as follows : — 

White. Black. 

1. B to K B $th 1. B takes B 

2. B to Q B 6th (ch) 2. K to K 6th 

3. B to Q B 5th (ch) 3. K to B 6th 

4. B takes B, and wins. 



Book and Bishop against Book, and 
Book and Knight against Book. 

These endings are generally drawn. The analyses of the posi- 
tions are too yoluminous for insertion. 



Three Minor Pieces against Book. 

If two of the pieces are Bishops they wiU win, as the Book can 
be won for one of them, and mate follows ; but if there are only one 
Bishop and two Knights, the Book can frequently be exchimged 
for the Bishop, and the game drawn, because two knights cannot 



mate. 



EooK AND Pawn against Book. 

If the adverse King can get in front of the Pawn the game will 
be drawn; if not, the superior force will win. (See Diagram 12). 
In this position, therefore, by Philidor, the game is drawn in this 
manner: — 

White. Black. 

1. P to K 5th 1. B to Q Kt 3rd 

2. B to Q B 7th 2. B to Q B 3rd 

3. P to K 6th 3: B to Q B 8th 

4. K to B 6th 4. B to K B 8th (ch) 

And White cannot avoid perpetual check or the loss of the Pawn 
through the King being moved away from its support. The rule 
18 for the weaker party to keep his Book on his third rank, to pre- 
vent the opposite King advancing, until the Pawn reaches its sixUi 
square, when the Book must be played to the seventh or eighth 
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rank. If the adverse Eook can be interposed to the check, and is 
BO, the weaker side should exchange Books, and he then retaiiiB 
the " opposition '* with his King, and ditiws, as hereafter ftr plaiiMMi, 



Bishop against Rook, and 
benight against eook. 

Generally drawn games. The most seonre position in iho 
former case is with the King on a comer square not commanded 
by the Bishop, and the Bishop on a square next to it. Here jon 
move King or Bishop to Knight's square, or Book's second, and 
cannot be forced away or mated. With the King and KmgH 
however, they should be kept away from the comers, the oe^ 
squares of the side lines being the most safe. 



Pawn against Queen. 



The Queen can always win against a Pawn, except when the 
latter is at the seventh square on either of the Bishopis' or Books' 
files. The following (see Diagram 13) shows the method to be 
pursued : — 

White. Black. 

1. Q to K 4th (ch) 1. K to B 7th 

2. Q to Q 3rd 2. K to K 8th 

3. Q to K 3rd (ch) 3. K to Q 8th 

4. K to B 5th 4. K to B 7th 

5. Q to K 2nd 6. K to B 8th 

6. Q to Q B 4th (ch) 6. K to Kt 7th 

7. Q to Q 3rd 7. K to B 8th 

8. Q to Q B 3rd (oh) 8. K to Q 8th 

9. K to K 4th 9. K to K 7th 

10. Q to K 3rd (ch) 10. K to Q 8th 

11. K to Q 3rd, and wins. 

The object of White, of course, throughout, was to drive the Black 
E[ing m front of the Pawn, to enable him to bring up his own 
Bjmg. If the Pawn were not so far advanced, winning would be 
easier, and if the Queen can be played to the eighth square of the 
^e on which the Pawn is, she wins more easily still, as the King 
can be at once brought forward, and the Pawn captured. When 
the Pawn is at either of the Bishops' seventh squares, sumwrted 
by tiie Ejing, the game will be drawn unless the adverse King is 
attacking the Pawn. Place White's King on K Kt 4th, and Queen 
on Q 2nd; Black's King on K Kt 8th, and Pawn on K B 7th, and 
the following occurs : — 
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Whitb. Black. 

1. Q to K 3rd 1. K to E sq 

And White must either take the Pawn, giving stalemate, draw by 
perpetual check, or allow the Fawn to queen, drawing the game. 
If uie Pawn is on B 7th the game will be drawn nmess the ad- 
verse Xing is within two moves of Kt 3rd. Put White King on 
K B 5th, and Queen on K B 8th ; Black's Kin^ on K Zt 8th, and 
Pawn on K B 7th. The White King is here within two moves of 
K Kt 3rd, and will win in the following manner : — 

White. Black. 

1. Q to Q B sq (ch) 1. K to Kt 2nd 

2. Q to Q Kt 2nd (ch) 2. K to Kt sq 

3. Q to Q B sq (ch) 3. K to Kt 2nd 

4. Q to Q 2nd (ch) 4. K to Kt sq 

5. Q to K sq (ch) 5. K to Kt 2nd 

6. Q to K 2nd (ch) 6. K to Kt sq 

If K to Kt 3rd or E 3rd, White wins by playing Q to K B sq. 

7. K to B 4th 7. P queens 

8. K to Kt 3rd 

And Black must either sacrifice his Queen or be mated. It will 
be noticed that, had the White King been one square farther away, 
the game must have been drawn. 



Pawn against Egok. 

If the Pawn have not advanced far it may be won. The fol- 
lowing will show how this is accomplished (see Diagram 14) : — 

White. Black. 

1. B to K E 5th (ch) 1. K to K 5th 

2. K to Q 6th 2. P to Q 5th 

3. B to K 5th (ch) 3. K to Q 6th (a) 

4. K to Q 5th 4. K to B 6th 

5. K to K 4th 6. P to Q 6th 

6. E to Q B 5th (ch) 6. K to Q 7th 

7. B to Q 5th, and wins. 

(a) 

3. K to B 6th 

4. E to K sq 4. K to B 7th 

5. B to Q sq 5. K to K 6th 

6. K to Q 5th 6. P to Q 6th 

7. K to B 4th 7. P to Q 7th 

8. K to B 3rd, and wins. 

Wben. however, the Pawn is at its seventh square, supported, an^ 
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the adverse Sling (as well as the Book) cannot be brought up to 
attack the eighth square, the Pawn wiU queen, and the Sookmust 
be sacrificed for it, the game being drawn. It is apparent thafe if 
at any time the adverse Sling can be brought in front of the 
Pawn, the latter will be won, and mate given afterwards bj the 
Book. 



Pawn against Bishop. 

This is almost alwavs a drawn game, the only exceptions being 
when the Pawn is within two squares of queening, ana the adverse 
Bishop cannot command either of those squares before it is occa- 
pied by the Pawn. For instance, with White Kin^ on Q Kt Srd, 
and P on £ 6th, and Black King on £ B 5th, and Bishop on £ 
8th, White, even without the move, will queen the Pawn and win, 
as the two Kings respectively prevent tne Bishop being played 
to command White's K 7th. 



Pawn against Kotght. 

Sometimes won, sometimes drawn, and occasionally lost, by 
the player with the Pawn. It is won if neither adverse 'K'ing nor 
Knight is within reach of the Pawn to prevent it from queening, 
drawn if either of them is within reach, and lost in analogous 
positions to the following : — ^White King on K B sq, SInight on 
Q 3; Black King on K B 8th, Pawn on £ B 6th. 

White. Black. 

1. Kt to K B 2nd (ch) 1. K to B 7th 

2. Kt to K 4th 2. K to B 8th 

3. K to B 2nd 3. K to B 7th 

4. Kt to Q 2nd 4. K to B 8th 

5. Kt to K B sq 6. P to B 7th 

6. Kt to K Kt 3rd. Mate. 

This mate can only be effected when the Pawn is on either of 
the Books' files. 



Pawn. 



We now come to those endings in which the Kings and Pawns 
only are upon the board; but they are by no means the least 
interesting, and a study of the varying positions is highly instruo* 
tive. With King and Pawn left agamst King only, the winning 
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or drawing of the ^ame depends entirely upon which of the players 
has tibie "opposition." When the two jOngs are opposite to 
each other (on the files, not the ranks), with one square between, 
the player who has not to move has the ** opposition," and has the 
advantage, as will be shown directly. Diagram 15, it will be 
noticed, contains four separate examples. We will first take Ex- 
ample 1. The winning or not of this position b^ White entirely 
depends upon whose tnm it is to move ; the Kmgs are opposite 
each other, and suppose White has to play, then Black wiU have 
the opposition, ana will draw as follows : — 

White. Black. 

1. £ to Kt 5th (a) 1. £ to Kt 2nd 

2. K to E 5th 2. £ to £t sq 

If Black had played 2. £ to B sq. White wonld have moved K to 
Jt 6th, gaining the opposition, ana winning. 

3. £ to Kt 4th 3. E: to Kt 2nd 

4. K to B 5th 4. K to Kt sq 

5. K to B 6th 5. K to B sq 

And Black retains the opposition, drawing the game. 

(a) 

1. P to Kt 7th (ch) 1. K to Kt sq 

And White mnst either give np the Fawn, or play K to Kt 6th, 
giving stalemate. Now suppose Black has to move first, which 
gives the opposition to White : — 

White. Black. 

1. K to Kt sq 

2. P to Kt 7th 2. K to B 2nd 

3. K to B 7th 3. K moves 

4. P queens, and wins. 

From this we gather this invariable rule : — " If the Pawn, sup- 
ported by the King, can be advanced to the seventh square to^^ou^ 
giving check, it wiU win ; on the contrary, if, when it reaches the 
seventh square, it gi^es check, the game will be drawn." Exaatwle 
2. — In this case White wins either with or without the move. In 
the first place : — 

White. Black. 

1. K to Q 6th 1. K to Q sq 

2. P to K 6th 2. K to K sq 

3. P to K 7th 

Without giving check, and winning. In the second place : — 

2 A 
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White. Black. 

1. K to Q sq 

2. K to B 7th 2. K to Q 2nd 

3. P to K 6th (ch) 3. K to Q sq 
4 P to K 7th (ch) 4. K to Q 2iid 

5. P queens (ch), and wins. 

In this latter case the Pawn ^ye check on arriving at the 
seventh square ; but the object of its advance to that square with- 
out gi^^i^ check in the other examples — ^namely, the driving of 
Black's £ng away so as to allow the White King to be played to 
a seventh square, supporting the Pawn — had been previonslY 
attained. Hence we arrivQ at another invariable rule:— "If 
the player having Kins and Pawn (moved or unmoved) can 
post the former upon the sixth square of the file on which tho 
I^awn moves he will win, either witn or without the move, unless, 
of course, the Pawn can be attacked by the adverse Eling, compi- 
ling him to retreat for its defence." Example 3. — ^The result of 
this position, from LoUi, depends entirely upon which player has 
the first move ; if White play first, he wins ; if Black play first, he 
draws: — 

White. Black. 

1. K to Q 2nd 1. K to B 2nd 

2. K to B 3rd 2. K to B 3rd 

3. K to B 4th 3. K to Q 3rd 

4. K to Kt 5th 4. K to B 2nd 

6. K to B 5th 5. K to Q 2nd 

6. K to Kt 6th 6. K to B sq or Q sq (a) 

7. K to B 6th, and wins as in Example II. 

(a) 

If he move 6. K to Q 3rd, White plays 7. P to K 4th, 8. 1 to 
K 5th, and afterwards gains the opposition and wins. 

White. Black. 

1. K to B 2nd 

2. K to Q 2nd 2. K to B 3rd 

3. K to B 3rd 3. K to B 4th 

4. K to Q 3rd 4. K to Q 4th 

5. P to B 4th (ch) (a) 5. K to B 4th 

6. K to B 3rd 6. K to B 3rd 

7. K to Q 4th 7. K to Q 3rd 

Black retains the opposition, and draws. 

(a) 

6. P to B 3rd • 6. K to B 4th 

6. P to "B 4t\i 6. K to B 3rd 

7. K to Q, 4\.\i n.^\«iC^Srd, and draws. 



PAWN. 365 

JBgBomple 4. — In this case, it will be observed, the Pawn and 
ings are npon the Book's file, this being the sole difference 
rtween it and Example 2. Now, however, the game wiU be 
wwn, whoever moves first :— 

Whitb. Black. 

1. K to Kt 6th 1. K to Kt sq 

2. P to R 6th 2. K to R sq 

3. P to K 7th, and Black is stalemated. 

Had White played 3. K to B 7th, Black would have moved 3. 
to B 2nd, wmnmg the Fawn ; had he played 3. K to Kt 5th, 
5th, or B 5th, Black wonld have moved 3. El to Kt sq, and 4. 
to B sq, and he conld never be driven from the comer. Now 
r Black moving first : — 

White. , Black. 

1. K to Kt sq 

2. K to Kt 6th 2. K to B sq 

3. P to B 6th 3. K to Kt sq 
. 4. P to B 7th (ch) 4. K to B sq 

And White mnst either give stalemate or lose the Pawn. We 
Brefore have from this a third rule : — " If the Pawn is on a 
K>k's file, and the single King can be played in front of it npon 
%t file, wherever the other King may be, the game will be drawn." 
will be found, also, that Black can draw if his King is on 
) Bishop's file on the same rank as White's King on the Book's 
). For instance, in Example 4 place the Slack King on 
B 3rd instead of Q B sq, and we get the followiag results : — 

White. Black. 

1. K to B 7th 1. K to B 2nd 

2. K to B 8th 2. K to B sq 

3. P to B 6th 3. K to B 2nd 

4. K to B 7th 4. K to B sq 

Not K to B 3rd, as White would then win by 5. K to Kt 8th. 

5. K to Kt 6th 5. K to Kt dq 

And the game is drawn. 

Whitb. Black. 

1. K to B 2nd 
2. KtoKt5th 2. KtoKt2nd 

And Black'B Emg again gets in {rout ot &<^ ^«^ni. 
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Pawn against Pawk. 

If the Pawns queen BimaltaneoiiBly, ihe game will be drawn; if 
not, the end game of Queen against Pawn will ensue. It waj, 
however, happen that one of t£e Pawns oueens checkii^, and 
thereby wins, as in Variation a of this end game (see Diagram 
16):— 

Whitb. Biack. 

1. P to Q 7th (a) 
2. B to Q sq 2. B takes K P (oh) 

8. KtoB4th 3. BtoQ4th 

4. K to K drd 4. B takes P, and draws. 

(a) 

If Blacky however, instead of playing on the Queen's Pawiif 
thinks he can win by sacrificing his Book and then quelling the 
Pawn, White will win by the following neat and ingenious stroke 
of play: — 

Whitb. • Black. 

1. B takes K P (oh) 
2. B takes B 2. P to Q 7th 

8. B to Q 5th 8. K takes B (must, or loses 

at once) 

4. P to Q 7th 4 P queens 

5. P queens (ch) 5. K moves 

6. Q takes Q, and wins. 

This fine conception we owe to LoUi, the Italian. 



Two Pawns against Pawn. 

This end game is usually won by the stronger force, but many 
positions occur in which it will be drawn. First for an instance 
in which it is won (see Diagram 17) : — 

White. Black. 

1. K to B 6th 1. K to Q sq 

2. P to Q 7th 

The sacrifice of this Pawn — which must be taken, or,byjplayiD^ 
3. K to K 7th, White will queen it and win — enables White to 
obtain the winning position or Example 2, Diagram 15. 

^. ^\akea P 
3. B: U> B 1^ ^.ILN*^^^ 
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4. K to K 6th 4. K to B 2nd 

5. K to K 7th 5. K to B sq 

6. K to Q 6th 6. K to Zt Znd 

7. K to Q 7th 7. K to Kt sq 

8. K takes P, and wins. 

The result of the snoceedi ng p osition (see Diagram 18) depends 
Tnxm who has first move : if White begin he wins; but only draws 
if Black commence. 

White. Black. 

1. PtoKt6th LP takes? 

If K to Kt sq. White wins by 2. P to Kt 7th, Ac. 

2. P takes P 2. K to Zt sq 
8. P to Kt 7th, and wins. 

See result of Example 1, Diagram 15. Now if Black begin :— 

White. Biack. 

1. K to Kt sq 
2. P to Kt 6th 2. P takes P 

8. P or K takes P 3. K to B sq, and draws. 



Two OB MOBE Pawns agaiItst two ob mobe Pawns. 

When a number of Pawns on each side are upon the board the 
calculations become more intricate and difficult, but, as a general 
role, the stronger side will win. The position of Diagram 19 is 

g>en by Philidor, who asserted that if White moved first it would 
i a draw, but that if Black commenced he would lose ; this, how- 
ever, was a mistake, as the game is drawn in either case, as 
follows: — 

Whttx. Black. 

1. K to K drd 1. K to K 4th 

2. K to B 3rd 2. K to B 4th 

3. K to Kt 3rd 3. K to K 4th 

4. K to Kt 4ih 4. K to B 3rd 

5. K to Kt 3rd 5. K to K 4th 

And the game is evidently drawn. And tk<d B8btn!^Mli^M3B:TQS8*f^ 
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White. Biack. 

1. K to K 4th 
2. £ to E 3rd 2. £ to Q 4th 

If £ to B 4th, White would win by playing 3. £ to Q 4th. 

8. K to B 3rd 3. £ to £ 4th 

4. £ to Kt 3rd 4. £ to £ 3rd 

5. £ to £t 4th 5. £ to B 3rd, and draws. 

The object of White was, of course, to win the K £t P or to be 
enabled safely to push on his Q B P, but Black foils both designs, 
as, if the Pawn be now played to Q B 6th, he moves £ to £ 3rd, and 
will win it and draw tne game. The next position (Diagram 20) 
I have designed with the object of showing the self-supporting 
power of two Pawns against the adverse £ing ; whoever plays first 
the game is drawn. Suppose White move — 

White. Black. 

1. P to B 4th 

If he played £ to £t so. Black would move £ to £t 6th, and 
mate next move by P to B 7th. 

1. £ to £ 5th 

2. PtoB5th 2. £ to Q 4th 

3. P to B 4th (ch) 

If P to R 6th, Black plays £ to B 3rd, then £ to Kt 2nd, takes 
the Book's Pawn, returns and takes the Bishop's Pawn, and wins. 

3. £ to B 4th 

If £ take P, White pushes P to B 6th, and Black cannot prevent 
it queening. 

4. £ to £t sq 4. £ to B 3rd 

5. £ to B 2nd 5. £ to B 4th, and draws. 

And if Black play first — 

White. Black. 

1. £ to £ 6th 

2. P to R 4th 2. £ to Q 6th 

3. P to R 6th 3. £ to B 4th 

4. P to B 4th 4. £ to B 3rd 

6. £ to £t sq 6. £ to B 4th, and draws. 

It will be noticed that if White take Black's B P, the £t P will 
and win ; the &&x[i& otl >iXi<& c^>iNi<&T ^\^<6^\i Black take the B P 
B P will queen. T«kft ^"& ^«v\hssG. ^ 'Cosi «!l^ ^\ ^i^^e^sse^ ^tthe 
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last analyses, Black King on. Q B 3rd and White Pawns on Q B 
4th and Q E 5th — ^the position of White King and Black Pawns is 
not material for present consideration. Now suppose Black, in- 
stead of K to B 4th, to move to Kt 2nd, then White answers with 
P to B 6th, and the men areplaced as follows : — White Pawns on 
Q B 5th and Q B 5th, Black King on Kt 2nd. The foUowing will 
show the result : — 

White. Black. 

1. K to B 3rd 

2. P to B 6th 

This is White's only safe move, for if he did not make it Black 
wonld win both Pawns and the game. Now, however, if Black 
take the B P, the B P will queen and win ; he must therefore 
move— 

2. KtoE2nd 

If White pnsh either Pawn both will be lost. He plays — 

3. K to B 2nd 

Black can still draw by moving his King backwards and 
forwmrds on R 2nd and R 3rd, but suppose he play — 

3. K to B sq (h) 

4. P to R 6th 

This is White's proper play, and wins ; for suppose— 

4. K to Kt sq (a) 

5. K to Kt sq 5. K to B sq 

6. P to R 7th, and queens next move. 

(a) 

4. K to B 2nd 
5. P to B 7th, and queens next move. 

(b) 
If 3. K to Kt sq, White equaUy wins by 4. Pto B 6th. 

From the above we obtaui a fourth invariable rule : — " That two 
passed Pawns in any position (except doubled Pawns) can support 
themselves against tne adverse King, provided they (the Pawns) 
are on the same rank and have the move." We also find that two 
isolated Pawns at their sixtJi squares can force a win against the 
King. 
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CHAPTER XII. 

BLINDFOLD CHSS8. 

It is generally supposed that the fiumlty of playing Chess blind- 
fold—or, rather, without seeing the board — ^is a gift possessed by 
few uid cannot be acquired, that it is dependent upon a maryellons 
effort of memory, acmeved under peculiar and rare circumstanoeB. 
I believe tlds is a mistaken idea ; I think the art is easily attain- 
able, and that the power of aoauiring it is widely extended. It 
depends, in my opinion, not only upon the g^eneral memory, bat 
upon the ability to bring before the mind a viyid photograph of the 
position of the pieces on the board at any given time, and this 
ability we see exemplified in many ways. A schoolboy in learning 
a lesson is greatly aided by the image of the page he is studying 
which is fixed upon the " mind's eye ; " the features of an absenb 
friend are recalled in like manner; and the artist finds this power 
of invaluable assistance to him in filling in the details of a hurried 
sketch, the variations of the subject having been too evanescent 
for transfer to paper at the time. I am aware this is but a form of 
memory, but what I wish to call attention to is the &ct that it is 
purely the " memory of sight." Now, it is admitted that this is a 
more difficult form of remembrance than the memory of hearing 
or of speech, but simply, I conceive, because it is not so much exer- 
cised as the latter. The eve sees more constantly than the toneae 
speaks or the ear hears, but it does not usually convey such dis- 
tmct and lasting impressions to the brain — ^it is more frequently 
used without observation. Thus, I think, blindfold Chess is ac- 
counted a great difficulty by reason of the want of continaed 
practice on the part of those who have attempted it, and not be- 
cause of its inherent perplexities. 

To illustrate my meaning more thoroughly, and at the same time 
explain what is necessary in playing without sight of the board- 
looking at the men alone cannot in any way assist you — ^I will con- 
sider what powers a game of Chess calls into operation during its 
progress. It is evident that before making a move a player has to 
analyze the consequences of several moves he may make, the 
possibility of his adversary replying to each in many different 
ways, and the probable result of each of the modes of play which 
may be adopted. But in playing over the board the men are not 
allowed to be moved. Tni^Ki «i di^mou has been arrived at, and a 
move cannot be recaWiad'^ibexi qtv^tda^^. ^^^S^kKs^^^^^Dseqnently, 
that at every move ^e '9^aJ5«K Sa oRrcoc^i^^ftfti. \ft v^wflwiTts^^gvA 
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variations, eaoH involviiig a distinct series of moves, in his head. 
And it is the focnlty of carrying on this examination to a greater 
extent and with more correctness which gives the victory to one 
player over his opponent. We thus see that every one, when con- 
testing a game over ^e board, mnst necessarily in some measnre 
play blindfold, for the sight of the board and men as the game 
stands at the time of consideration is of little assistance — in &ct, 
it may ahnost be said to be an obstruction if the analysis is con- 
tinned very far or embraces many series of combinations, because 
in the mental analjjrsis many of the pieces change their positions, 
and the fact of their remainmg on the squares they occupy on the 
board tends to confusion and disturbance of the train of thought 
which is being pursued. Practice, however, it is found, and study, 
extend greatly this power of examination and analysis. This 
proves uiat the art of playing blindfold is not dependent upon a 
certain peculiar constitution of the mind — ^is not a gift, but maybe 
attainea. But here we arrive at a second point for consideration. 
The player over the board has this great advantage — ^the position 
of the pieces at the commencement of every analysis is before him, 
and can, in case of doubt or confusion, be referred to at any time ; 
whereas the blindfold player is compelled accurately to remember 
the wioim sitoationB k the men at each move, for if he make a 
single mistake his correctness is at an end, and, in all probability, 
he will either lose the game or break down alt(^ether. Still, this 
power of accurate remembrance is simply an extension of the 
power of analysis with the board before you ; for in the latter case, 
when you have examined say five moves ahead, the pieces are 
(mentally) completely changed in their positions, and you must 
remember the new situations they occupy. From the foregoing I 
think it is evident that blindfold play is only continuing the same 
powers that are required for play over the board. 

It may, however, be argued tnat some of the best players could 
never jfij blindfold. I reply that they did do so reuly, although 
not apparently, and because they did not do so ostensibly is no 
argument that they could not — they did not try to do it, else they 
would have succeeded ; for by practice they would have overcome 
the difficulty of separating the variations they had examined and 
rejected from the moves T^kOj adopted. This is the gp^eat difficulty, 
and is where the beginner mostly fails ; but the effort to achieve 
his object wiQ not have harmed mm, it wiQ rather have strength- 
ened his mind by the exercise ; and I believe, therefore, that the 
advice usually given — ^never to attempt to play blindfold unless 
you are not only a good player, but also much accustomed to play- 
ing over the board — is founded upon a &llacy. It is true, un- 
doubtedly, that he to whom the positions of the pieces in various 
situations, their bearing upon certain squares, and the reladon of 
the latter to each other are already familiar will h&Tr^ \fi«i^ Xx^xiS^^ 
in learning the art ; but this is only t\i<e sAvttnXtt^ csii ^^a^ec w^ 
perienoe, which would be quite aa apputcao^ ^ t^^^ -nisst^ ^^^ ^ 
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ordinary play* A boy is not made less capable of studying and 
understanding algebra and trigonometry because he has been 
exercised in mentcQ arithmetic, or in the solution of previously un- 
known, mathematical problems at sight; on the contrary, the 
discipline will have greatly strengthened his powers of calcination 
and reason, and rendered him more able quickly and correctly to 
solve the questions placed before him. Similarly, I believe, the 
habit of studying games and positions without the board is advan- 
tageous, and will tend to a more ready perception of what lines of 
play are suitable or the reverse, and to their adoption or rejection 
at pleasure. In these remarks I wish it to be understood that I 
do not refer to the achievements of Morphy, Paulsen, Blackbume, 
&c., in blindfold Chess— -playing ten or twelve eames simultane- 
ously against as many different opponents, and pkiying them in as 
fine a style as over the board. To do this necessitates great power 
of concentrating the thoughts, and also extraordinajy aptitude for 
the game. It is, however, by no means so difficult as it seems to 
play three or four games at once without seeing the board, although 
the strength of play will be much inferior. 

The first thing necessary in learning to play blindfold — the very 
A B C of the art--is to be thoroughly acquainted with ike notation 
of the game. This the student will be if he have attentively played 
through the previous chapters ; and he should now take one of the 
shortest of the end games in the next chapter, set up the position 
on the board, and study it oareftdly until he thinks he can re- 
member the exact position of every piece and its relation to each 
of the others. This being done, it should be played over on the 
board carefully, and then put aside altogether, and, if possible, 
dismissed from the thoughts for some hours. At the expiration 
of that time you should sit down quietly and endeavour to recall 
the position accurately in your mind. (A beginner will find it a 
great assistance to close his eyes while doing una, as enabling him 
more readily and easily to concentrate his i&as.) It may befoimd 
that the thorough recalling of the situation of the pieces is diffi- 
cult of accomplishment at first — ^this is to be expected; but do not 
despair. Try to do it until you are certain you cannot succeed ; 
then — and tnen only — prefer to the book and see where you have 
failed. Again study the position, and again put it aside for a time. 
When you next sit down you will most probably remember it per- 
fectly. Play it out in your mind, as you previously did over the 
board, and take care to carry each variation of the position in 
memory. If you should fail again do not be discouraged. "Noi 
can be accomplished without labour.' Persevere, therefoi^ 
after a few attempts you will succeed. Then take another end 
gune, and treat it in a similar manner — ^it will not be so *^iffifinlt 
this time ; you will remember more easily and more clearly, and 
will improve at every &ue;ceed^% ^\Xatii^^, until, at the eroiration 
of a few weeks, you "wt[W.\» «X^'a Xo xq&taj^ ^^^c^^t^^s^ ^n&^ longest 
^ the end games* "So^ yo^ V^\»li^Kftft.lQc ^^ssc^^s^%i^ 
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After playing a same with a friend, as soon as yon have leisure sit 
down with the ooard and endeavour to play it over by yourself, 
writing down the moves as you proceed. A ^eat assistance in 
this will be your remembrance of the variations you analyzed 
during the play, but do not confuse them with the moves really 
made — accustom yourself, while thus trying to recollect the game, 
never to move a piece until you are quite certain it is the move 
which was made. Whenever you witness a jpcurtie between two 
good players remember it and write it down afterwards. In a 
short time you will find yourself able to dispense with the board 
and men, able to copy the ^me merely from recollection in your 
mind. By this time you will have made a great advance towards 
ability to play blindfold, but before attempting to do so it will be 
necessary to study attentively the numbering, so to say, of the 
board, the actions of the various pieces, and their bearings upon 
the different squares. 

It may be imagined that the board requires no study. Nor 
would it do so were our notation expressed altogether by numbers, 
but the fact of the names applied to the files heina the names of 
^e pieces necessitates the acquirement of so much knowledge as 
will enable you at once to understand the distance between any of 
them that may be mentioned. The utility of this will be per- 
ceived subsequently ; at present we will attend only to the result. 
Take the first squares of any two files — ^we want to ascertain their 
distance from each other. Suppose we have K sq and Q Kt sq ; 
on looking at the board we find they are three squares from each 
other. Similarly K Kt sq is two squares from K sq. It will there- 
fore be perceived that Q B sq is distant from k! E sq seven 
squares, from K Kt sq six, from K B sq five, from £ sq four, frt)m 
Q sq three, from Q B sq two, and from Q Kt sq one square. Q 
jLt sq is distant from K E sq six squares, from K Kt sq nve, from 
K B sq four, from K sq three, from Q sq two, from Q B sq one, 
and from Q E sq one ; Q sq is distant from £ E so four, from 
El £t sqthree, from £ B sq two, from £ sq one, from Q B sq one, 
from Q Kt sq two, and from Q E sq three ; K B sq is distant from 
K E sq two, from £ Kt sq one, from £ sq one, from Q sq two, 
frx)m Q B sq three, from Q £t sq four, and from Q E sq five. 
(I need not particularize the rest, as the respective distances will 
be obvious to the student.) It will also be evident that the £ and 
Q squares are one distant from each other, the £ B and Q B 
squares three distant, the £ Kt and Q Kt five distant, and the K 
E and Q E seven distant — all odd numbers. All this must be 
thoroughly understood, so that the "number of distance," as it 
may be termed, between any two files can be immediately, and 
even unconsciously, appreciated. 

Now we come to the action and bearings of the pieces. The 
King's move, being confined to one sauare at a time, in any direc- 
tion, presents not the slightest difficulty, and may be at once dia- 
jniraea. The same ib the case with tnid 'E/cmV^tsiq'^^S '^k^^^f^ 



374 THE BOOK OF CHESS. 

oommands only ranks and files, and therefore no oonaideratioa 
whatever is reqnisite to understand its bearing npon any positioii. 
But it is otherwise with the Bishop ; its diagonal oonrse causes its 
position as regards the ranks and files to yary at every move, aad 
te know the squares it oommands calls into action the informatioa 
before given respeotingthe board and the *' number of distance." 
Place the Bishop on 1^ sq, and we see that it may be played to 
K £ 4th, K Kt 3rd, K B 2nd, Q 2nd, Q B 3rd, Q Kt 4th, and Q B 
5th, the number of any square it commands being always one 
more than the distance of the file of that sauare firom K sq. ^ This 
princinle applies to every square on the board, and from it can 
oe deauced the foUowing rule : — ^To find the square on any par- 
ticular file commanded, add or subtract the " number of distance " 
of that file to or from the number of the square on whidi tiie 
Bishop stands, never, of course, in the addition exceeding eight, or 
in the subtraction going below one. The following examples will 
make this clear : — Bishop on Q B 4th ; what square will it com- 
mand on Q B fileP The ''number of distance^ is 2; add this to 
the number of the square, 4, and we have 6 ; subtract it and we 
have 2 ; the Bishop, tnerefore, commands Q B 2nd and Q B 6th. 
Bishop on Q 7th; what square will it command on K Kt fileP 
Number of square 7 ; " number of distance " 3 ; adding we have 
10, subtracting we have 4 ; the former is above 8, and is thereforo 
thrown out — consequently the Bishop commands K Kt 4th. 
Bishop on Q Kt 2nd ; what will it command on K B file P Numbor 
of square 2; "number of distance" 4; adding we get 6, sub- 
tracting we get " minus 2 ; " the latter is below one, and is 
thrown out — the Bishop commands K B 6th. Bishop on K Kt 
sq ; what will it command on K E file P Number of square 1 ; 
" number of distance " 1 ; adding, the result is 2, subtracting, 
it is ; the latter is thrown out, being below one, and the Bishop 
commands K R 2nd. It will be obvious that, knowing the bear- 
ings of the Book and the Bishop, we are acquainted with those of 
the Queen, which are merely a compound or union of the two 
former. We have now, therefore, to consider the peculiar move of 
the Knight, and, although it is peculiar, the student should not 
run away with the idea that it is more perplexing than any other. 
Advice has been given by writers who were not practically fiimiliar 
with blindfold Chess, to the effect that it is frequently good for the 
non-seeing player to give up his Rooks for the opponent's Knights, 
the moves of the latter being so difficult of calculation that, even 
at some sacrifice of power, it is advantageous to get rid of thenb 
By doing this, however, the blindfold player at once gives up a 
double " exchange," which is equal to at least a minor piece, and 
he ought consequently, beyond all question, to lose the gama 
The action of tne Knight is no more puzzling to one p&yii^ 
without tbe board t\iaii \t. \a \» C5ti<^ Vvi^m<a board before him. B 
only requires care and «XA[«ii\KoTL--^Qaj^^^ ^\Kc^a«scL^\ w^ait, M 
little, if any, more \Jba.Ti\s T^«i!a^tt^ \ft 'l^^^ "viaa^^^Swftj^^^i^j&a. 
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or de&nces of the Bishops azid the Queen. There are oerteio 
fixed roles appertaining to the Knight's move, and when once 
thej are thoroughly comprehended and fixed in the mind, all usl- 
certainty is at an end. These rules, however, require a sreater 
effort to insure their accurate remembrance, inyolving, as thej do, 
longer, though not more difficult, calculations. Let one of the 
Knights be placed on, say K B 3rd, a position more frequently 
occupied by it than any other. From this square it command 
eight other squares, and on consideration we ascertain the follow- 
ing rule : — On the adjoining files it commands the second square 
in number from the one on which it stands, either adding or sub- 
tracting, while on the second files away it commands the next 
numbers. For instance, from K B 3rd it commands K 3 + 2=£ 5th, 
K 3 — 2=K: sq, K Kt 3 + 2=K Kt 5th, and K Kt 3— 2=K Kt sq; 
it also commands Q 3 + l=Q4th, Q3 — 1=Q 2nd, K E 3rd+l=: 
K B 4th, and K £ 3rd — !=£: E 2nd. If the addition make 
above eight, the Knight cannot be played forward on the file, and 
if the subtraction leave less than one it cannot be played back- 
ward. It will be easily remembered that on the third and fourth 
files or ranks from the sides of the board the Knight commands 
eight squares, the full extent of its power, as in each direction it 
can be played to the second file away. On the second rank (sr 
Gle from tne side, however, a movement to one side would take 
the Knight off the board ; consequently two squares to which it 
might otherwise be played «*e cut off, and it commands six only. 
In like manner, on either of the side ranks or files, two files, 
eanal to four squares, are taken from its power, leaving but four 
^wch it can command. This is the general rule, and the follow- 
ing are the only exceptions —the sixteen squares which form the 
four comers of the board. On the squares diagonally next to tibe 
comers, two files at right angles are cut off from the power of 
moving — ^the Knight, therefore, on each player's K Kt 2nd and Q 
Kt 2nd commands four squares ; on the eight side squares next 
to the comers, on each player's K E 2nd, K Kt sq, Q Kt sq, and 
Q E 2nd, it commands three squares ; on the comer squares, each 
player's K E sq and Q E sq, the Ejiight commands only two 
squares. From the foregoing it is evident that the direct action 
oif the Knight on the move can be at once ascertained, and, con- 
sequently, his action and the squares it will command after any 
number of moves. But this is not sufficient. It may frequently 
occur that the assistance of a Knight is re<]^uisite to enable you to 
obtain the utmost advantage from a position ; should that piece, 
however, be at a distance, it necessitates a calculation as to the 
shortest number of moves in which it may be brought up to aid 
effectually in the attack, and a ready means of ascertaining this 
will save a considerable expenditure of thought and examination 
to the player. We know tnat the Queen, Eook, and Bishop, from 
any position, can be played in one move ^ ootaxs^sMk^ «k^ cjO&ssc 
square on the board — of course oa ihQ aupv^^^^*^ ^^E^a^^^cissc^ ~ 
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no pieoes, either of your own or your opponents, which will interfere 
witn the range of either. This arises m)m the &ct of their moves 
being always in straight lines and nnrestricted as to distance. Witib 
the Snight it is different in both ways — ^its move is not straif^ 
and it is confined in distance — ^hence it will command yanoos 
squares in yarioos numbers of moves ; and without some formula 
for guidance these numbers must always be separately calculated, 
with all the tendency to confhsion from the ^r^ter length and 
complexity of the analysis required. On examining the Doard it 
will DC found that each square has a relation of position to every 
other sauare in one of three ways — ^this relation is either straight, 
diagonal, or a union of the two, and in each the power of 
command by the Knight of squares equally distant is different 
If the Knight be placed on K R sq it is ascertained by experiment 
that from there it will command the next square in a straight line 
in two moves, the second square away in one move, the uiird in 
two, the fourth in one, the mth in two, the sixth in three, and tlie 
seventh, or end sauare, in four moves. It is also ascertained that 
it will command tne next square diagonally in three moves (this is 
from the comer only, in any other position the next square diago- 
nally is commanded in one move), tne second square away in thrw 
moves, the third in one, the fourth, fifth, and sixth in three, and 
the seventh, or opposite comer square, in five moves. These 
results, with the one exception pointed out, are invariable in any 
part of the board. There is, therefore, only the third relation of 
squares, the union of a straight and a diagonal move, remaining to 
be considered. And here we must again bring in the " numbers 
of distance ' ' to our aid. Each square, as situat^ with regard to any 
other square, has two " numbers of distance," that of the files and 
that of the ranks ; but it should be observed that the real distance 
between them is no more than the greater of these numbers, that 
is, the King can be played from the one to the other in just as man^ 
moves as the greater " number of distance.'* From tms it is mani- 
fest that all the squares along any rank or file have exactly the 
same greatest " number of distance " in relation to aDother square 
from which they all have also an equal or less ** number or dis- 
tance." For instance, every square on Queen's Rook's file is seven 
distant from K R sq. Again, on Queen's file each square is fonr 
distant from K R sq, until we reach Q 6th : this square has a 
«'eater " number of distance," five — hence it is five from K R sq. 
Bearing this in mind, on examining the board we learn that, what- 
ever position any squares may hold towards another, those having 
the same greatest " number of distance " will be commanded by 
the Knight, starting from the latter in each case, in the same 
number of moves, if they are of the same colour as each other. 
We will first take those which are white, the colour of K R sq, 
from which we be^. 

It mnst be Temembet^ \)!aB»\i t^q^ "Oaa ^^^s^j^t^ t«^ws are not 
taken into conBidenAioii. MV^Qea®^^^^'^*^^^'*^^^^^^'*^^^^^^^ 
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two ** iminbers of distance ** equal. The white squares three dis- 
tant are commanded in one move, those four distant in one, those 
five distant in three, those six distant in three, and those seven 
distant in three also. Now, coming to the black squares, different 
firom the one from which we start, we find those which are two 
distant are commanded without moving, from £ B sq itself; those 
three distant are commanded in two, those four distant in two, 
those five distant also in two, those six distant in two [or four], 
and those seven distant in four. The black squares six cUstant, it 
will be seen, vary as regards the '* number oi command." If the 
two "numbers of distance" added together make eleven, the 
Knight will only command that square in four moves, but if they 
make nine or seven it will command it in two. In the application 
of the above figures it is necessary to know whether the square it 
is desired to command is white or black ; this is easily ascertained 
by adding the two *' numbers of distance ; " if the result is an even 
number, the colour will be the same as that of the square from 
which you start, if odd the colour will be different. For the con- 
venience of the student I think it better to tabulate the foregoing 
formulsB, so that they may be more readily committed to memory. 







NXTMBEE OF COMMAND. 


Kumber 
ofButenoe. 










Uzkion of Straight and Diagonal. 




Straight. 


Diagonal. 










• 






Same Colour. 


Different Colour. 


1 


2 


1 (corner, 3) 


_^ 


2 


2 


1 


3 


1 





3 


2 


1 


1 


2 


4 


1 


3 


1 


2 


6 


2 


3 


3 


2 


6 


3 


3 


3 


2 or 4 


7 


4 


6 


3 


4 



The application of this table, as regards the straight and diagonal 
lines of squares, is apparent, and I need only illustrate it respecting 
the union of the two. Suppose your Knight is on Q B 3rd, and 
yon wish to know the shortest number of moves in which it will 
command K E 7th ; the " numbers of distance," 7 and 4, make 11, 
an odd number, therefore the colours of the two squares are dif- 
ferent. The greatest " number of distance " is 7, and on referring 
to the table, under " different colour," we find it will take four 
moves— say, l.Kt to Q Kt sq; 2. Kt to Q 2nd; 3. Kt toK B 3rd; 
and 4. Xt to K Xt 5th. Again, if the Knight is on K B 3rd, and you 
wifidi it to command Q B oth, in how many moves will it do ao P 
" Numbers of diatanoe " 5 and 3 = 8, same co\o\ix \ ^c%di(»QXk ^'' tsqxcl- 
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** 5. Beferring to the table, under ** Bame coloiir/* 
we have 3— say, 1. Kt to Q 2iid; 2. Kt to Q B 4th ; and 3. Ktto 
Q Kt 6th. There are now only the action and bearini;^ of tiie Fawn 
left far consideration, and these ai^ too simple to require eommeni 
The whole of the details given above must be thoroughly studied, 
must be oommitted to memory accurat^y, must be practised con- 
tinually, until the student knows at once — intuitively, as it were; 
similarly to the mental applioation of the simple rules of arith- 
metic — everything he wisnes to know respecting any piece or 
number of pieces. It must not be supposeo, however, that when 
this facility of calculating the bearings of a piece has been attained 
it will of itself enable one to play blindfold. All these r»<i.VnUiaAna 
are merely subordinate ; they are extremely useful in their pkoe^ 
disciplining the mind, and accustoming it to more readily gnup 
the object or probable results of a move; but they can be done 
without. The great secret is the power of bringiiig a photognoh 
of the board and the various mutations of the pieces bef<»e toe 
iimer sight, and, although the foregoing rules are of great assut- 
ance in doing this, yet nothing but practice will really avsiL 
However, as I said before, I believe every one is more or leM 
gifted with the power spoken of, and that it simply requires culti- 
vation. '* Many a time and oft,** as the old phrase says, have I, in 
company with my friend Henry Jones, sauntered along the green 
winoing lanes or through the sweet-smelling hay-fields, playing 
over some fine contest between such men as Staunt^ and 
Cochrane, Morphy and Lowenthal, or Anderssen and Harrwits. 
Many a time have we thus beguiled the tedium of a long railway 
journey ; many a time, most enjoyable of all, have we wandered 
over the breezy downs till we came across the white tents of the 
cricket-field, and have thrown ourselves upon the yielding yet 
springy turf, and, while we watched the changing fortune of the 
game before us, and criticised the varied skill, have at the same 
time carried on a fierce and stubborn encounter in our minds, 
yielding ourselves entirely to the delightful abandon of the moment, 
and gaining rest and recreation for body and mind alike. Such 
memories as these cast a halo of pleasure over my thoughts of the 
royal game, and most sincerely do I hope many of my readers will 
in their turn appreciate and enjoy them« 
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CHAPTER XIII. 

CHESS STUDIES. 

The following Chess Studies are inserted for the amusement 
oi the reader when he is wearied, as he is apt to become, by a 
study of the endless variations arising in an examination of the 
analysis of an opening or a game. They are selected principally 
from the parties of Mr. Morphy, than wnom a more dashing and 
at the same time sound player perhaps never Hved, and I believe 
they will be found at once brilliant and instructive in the highest 
dMree. It will be seen that, with one exception, the celebrated 
** 'ft'^ift-Ti Problem," I have not inserted any problems, properly so 
called, in which mate is to be given by force in a certabi number of 
]noyee,and for the following among other reasons : — Problems, being 
inanufEustured, and seldom springing from or leading to positions 
likely to occur in an actual game, do not, I imagine, excite that 
amount of interest which is felt in a fine study, which either may 
be useM subsequently or has actually been played over the 
board ; the latter seems to have a kind of personal interest con- 
nected with it which is wanting to the former, and therefore gives 
more satis&ction in the contemplation. And so many fine pro- 
blems are published now-a-days, copies of which can be readily 
obtained, that I had less hesitation in discarding them than I 
might otherwise have had. With these few remarks I intro- 
duce my readers to the following pages, which will be found to 
contain what may be termed a mme of wealth, feeling sure that if 
attentively studied they will afibrd the highest gratification. 
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No. 78. 

BLACK. (aMATEUB.) 
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WHITE. (HB. a. H. SELKIRK.) 

WMte to move, and win. 



Solutions of the Chess Studies. 

Feontispiece. 
By J. J. LowENTHAL, Esq. ' 



"White. 

1. B to Q Kt 7tli (a) 

2. £ to B 4th 

8. B to £ Kt 2nd 

4. K to B 5th 

5.. £ to !Kt 6th, and wins. 



Black. 

1. K to K 4th (6) 

2. K to Q 3rd 

3. K to B 2nd 

4. K moves 



(») 



The only moye to 'mii. 



I 
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1. K to K 6th 

2. K to B 3rd 2. K to B 7th (best) 

3. KtoQ4th(c) 3. X to K 8th 

4. K to K 3rd 4. K to Q 8th (best) 

5. B takes P, and wins. 

(c) 
If K to Q 2nd, yon can only draw, thns : — 

3. K to Q 2nd 3. P to Kt 7th 

4. B takes P 4. K takes B 

5. K to Q 3rd 5. K to B 6th 

6. K to Q 4th 6. K to K 7th 

7. K to B 6th 7. K to Q 6th 

8. K to Kt 6th 8. K to B 6th, and draws. 

"The Ln»AK Problem." 
White. Black. 

1. B to Q B sq 1. P to Q Kt 5th 

2. Bto Q 2nd 2. Pto Q £t4th(be8t) 

3. KtoQ£t2nd 8. K to KB 5th 

4. B to Q 4th. Mate. 

[This charming problem, for the introdnction of which among 
these studies I feel that I need make no apology, is now generally 
believed to have been composed by the Rev. Mr. Loveday, formerly 
British chaplain at Delhi, and not, as the name imports, by a 
native Hindoo.] 

No.l. 

"White. Black. 

1. B takes KKt P 1. P takes B 

2. Q to K Kt 4th 2. K to Kt 2nd 

3. Q to K R 3rd 3. P to K Kt 4th 

4. Q to K R 5th 4. Kt to K B 5th 

5. B takes Kt 5. P takes B 

6. R takes P 6. QtoQsq 

7. R to K B 7th (ch) 7. K to Kt sq 

8. Q to K R 7th. Mate. 

No. 2. 
White. Black. 

1. B takesELB. P 1. P takes B 

2. U toE.'B ^^iK *I. K to Kt 2nd 

4. Q to Q, ^li^ ^.^^\a^^5^^^ 
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5. B takes K B P 

6. QtoKKt5th(ch) 

7. E takes B 

8. Q takes Kt (ch) 

9. £t takes B (ch) 

10. B takes Q Kt P 

11. P to Q B 6th (ch) 

12. Kt to B 4th (dis. ch) 

13. Kt to Q 5th, and wins. 



No. 3. 



Whiti.- 

2. QtoKBsq(a) 

3. Q to Q sq 

4. Kt to K B 3rd 



(a) 



5. Kt takes B 

6. B to Kt 3rd 

7. K takes B 

8. K to K 2nd 

9. K to Q 2nd 

10. B to B 2nd 

11. K to K 3rd 

12. K to K 2ad 



BLA.GK. 

1. P to Q B 3rd 

2. B to KB 6th 

3. B to K B sq 

4. K to K sq, and wins. 



If Q take Kt, Black mates in three moves. 



No. 4 



White. 



2. B takes Kt (ch) 

3. K to Q Kt 2nd 

4. K takes P 

5. B to Q B 5th 

6. B to K sq 

7. B to Q B 5th 

8. B to Q Kt 4th 



Whitb. 

2. B to Q 8th 

3. P takes B (ch) 

4. B to Q 7th 
6. K B to B 7th 

6. B takes B P 

7. B takes Q Kt P 

8. P to K B 4th 

9. P to K B 5th (ch) 

10. B takes P (ch) 

11. KEtoK7ih 



No. 6, 



BULCK. 

1. K to B 8th (only move to 

win) 

2. K to Q 8th 

3. B to Kt 8th (ch) 

4. K to Q B 7th 

5. B to Q Kt 6th 

6. B to K 6th 

7. B to K 4th 

8. B to K sq, and wins. 



BLA.CK. 

1. B to K 7th 

2. B takes Kt 

3. K takes P 

4. B takes B P 

5. B to Q 5th 

6. B takes Kt P 

7. B takes Q B P 

8. P to Q B 4th 

9. K to Kt 4th 
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To prevent the Book fi*oin being played to Q Kt 3rd, obtaining for 
White a chance of saving the mate, which now becomes impossible, 
for Black will play K to Kt 6th, and then B to K B 7th, or Q 
to B 8th (ch), and mate follows at once. 



No. 6. 



"White. 

1. KttakesQKtP 

2. B takes Kt P (ch) 

3. Castles (Q B) 

4. B takes Kt 

5. B to Q sq 

6. B takes B (ch) 

7. Q to Kt 8th (ch) 

8. B to Q 8th. Mate. 



Black. 

1. P takes Kt 

2. Q Kt to Q 2nd 

3. B to Q sq 

4. B takes B 
6. Q to K 3rd 

6. Kt takes B 

7. Kt takes Q 



No. 7. 



White. 

2. Q to Q 2nd 

3. B takes Q B P 

4. P to K B 3rd 

5. B to Q B 3rd 

6. B P takes P 



BLA.CK. 

1. B to K Kt 3rd 

2. Kt to K B 5th 

3. Q to Q B 3rd 

4. P to K B 4th 
6. P takes P 

6. B takes P (ch), and wins. 



No. 8. 



White. 

1. Q to K 2nd 

2. QtoKsq(ch) 

3. Q takes K P (ch) 

4. Q to Q 5th 

5. Q takes Q 



6. K to Kt 3rd 

7. Q takes Kt 

8. Q to Q Kt 2nd. 



Mate. 



Black. 

1. Q to Q B 7th 

2. Q to Kt 8th 

3. P to Kt 7th 

4. Q to Q 6th (ch) 

5. P to Kt 8th, becoming 

Kt (ch) 

6. Kt to Q 7th (ch) 

7. K to Kt 8th 



No. 9. 



White. 



1. Kt takes Q,P 

2. B takes T? 

3. BtoQlLt.^Td,«a!aLNraia. 



Black. 

1. P takes Kt 
^.^^\A<\Ki^3rd 
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No. 10. 



White. 

1. B to Q B 3rd 

2. B takes Xt 

3. B takes P (ch) 

4. Q R to Kt sq (ch) 
6. Q to Q Kt 3rd 

6. Q to Kt 6th (ch) 

7. B to Q R 6th 

8. P to K 5th 

9. B takes P (ch) 

10. Q takes R (ch) 

11. P takes P, and wins. 



Bjc^ce. 

1. £ to B 2nd 

2. B to Q B sq 

3. K takes B 

4. K to B 2nd 

5. B to Q Kt sq 

6. K to B sq 

7. Kt to K 2nd 

8. Q P takes P 

9. B takes B 
10. K to Q sq 



No. 11, 



White. 

1. Kt to K R 4th 

2. Kt takes Kt P (ch) 

3. P takes P (dis. ch) 

4. P takes Kt 

6. P to Kt 7th (oh) 

6. B to K R 5th, and wins. 

No. 12. 

WmTB. 

1. R to Q sq 

2. R takes Kt 

3. Q to Q Kt sq (ch), and wins. 

{a) 



Black. 

1. P takes Q P 

2. P takes Kt 

3. Kt to R 3rd 

4. Q to Kt so 

5. K to R 2nd 



Black. 

1. Kt to Q 5th (a) 

2. B takes R 



If Q to Q B 4th, White mates in four moves. 



No. 13. 



White. 



1. P to K B 4th 

2. P takes K P (dis. ch) 

3. K<; to Q B 7th (ch) 

4. Q takes B (ch), and wins. 



Black. 

1. QtoQ2nd 

2. K to K sq 

3. Q takes Kb 



No. 14. 



White. 

2. B to Q 3rd 
8. P to K R 4th 
4 R to K Kt sq 



Black. 

1. Q to K R 3rd 

2. R to K sq 
8. Q to Q 7th 

4. ■B.\ftTLnVhi»«s^^^wM^« 
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No. 15. 



Whiti. 



1. Q takes Xt 

2. B to Q R 6th (ch) 

8. K B to Q Kt 3rd (ch) 

4. B to Kt 7th (ch) 

5. B takes Q B F (dis. ch) 

6. Q B to Q Kt sq 

7. K takes Q 

8. B to Q £t 8th. Hate. 



No. 16. 



"Whitb. 

1. Q to £ B 5th 

2. B takes £ B P (ch) 
8. Q takes Kt (ch) 

4. B to Kt 5th (ch) 

5. Kt to Q B 3rd 

6. B takes B 

7. B to K B 4th (ch) 

8. B to Q6th 

9. Kt to K 4th 

10. B takes B (ch) 

11. Q takes Kt (ch) 

12. Kt to Q 6th 

13. Q to Kt 7th (ch) 

14. B to Q 2nd (ch) 

15. Kt to B 4th (ch) 

16. P to Kt 3rd. Mate. 



White. 

1. P to K 6th 

2. B takes B 

3. Q to K 5th 

4. Q to K B 6th (ch) 

5. Q takes Kt P (ch) 

6. Q to B 6th (ch) 



Black. 

1. P takes Q 

2. K to Kt sq 

3. K to B sq 

4. K to Kt sq 

5. K to B sq 

6. Q takes Kt P (ch) 

7. Any move 



Black. 

1. Q takes P 

2. Kt takes B 
8. K to Q sq 

4. B to B 3rd 

5. B to Q 2nd 

6. K to B 2nd 

7. K to Kt 2nd 

8. Q to B 4th 

9. Q takes P 

10. Kt takes B 

11. K to B 3rd 

12. K B to Q sq 

13. K to B 4th 

14. Q takes B 

15. KtoB5th 



No 17. 



Black. 

1. K to B sq (a) 

2. Q takes B 

3. Q to B 6th (&) 

4. K to Kt sq 

5. K to B sq 

6. Q takes Q 



7. P takes Q, and one of the Pawns will queen. 

(a) 

If B take B, Pawn retakes, and, on Black moying K to B sq, Q 
to K 5th wins. 

(h) 
If Black mo^e Q;afeen.\)0 kh^ ^o^aasc^ ^"c^the second line he either 
loses it or is tnatied, waA. Si \i^ \ELW^\sis^'^i^%V^\ss?*s^ \a& C^een 
or White's Pami qjOLBeaft* 
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No. 18. 



White. 

2. Q to Q 4th 

3. E to E Kt sq 

4. QtoKSth 

5. Q to Q 4th 

6. Q takes B 

7. Q takes Q P 

8. K to Kt 2iid 



No. 19. 



White. 

1. Q to K 7th (ch) 

2. Q to K 8th (ch) 

3. Q to E 6th (ch) 

4. P to Q 7th, and wins. 



No. 20. 



White. 



1. P to Q B 6th 

2. B takes B P (ch) 

3. Q to E B 5th (ch) 

4. £t takes B (ch) 

6, Kt to K B 6th (ch) 
6. Kt takes P, and wins. 



No. 21. 



White. 

1. Kt to K B 4th 

2. P takes P 

3. B to K 3rd 

4. B to K Kt 3rd 
6. B to K 6th 

6. B takes B (ch) 

7. B takes B 

8. B takes P, and wins. 



No. 22. 



White. 

1. Kt to Kt 5th (ch) 

2. Q to Q 4th (ch) 

3. Q takes P (ch) 

4. Q to Q 401 (ch) 



Black. 

1. B to Q B 6th 

2. Q to £ B 6th 

3. B to K Kt 2nd 

4. BtoK2nd 
6. B to Q 3rd 

6. P to Q 6th 

7. B takes Kt 

8. P to K 6th (dis. ch), and 

wins. 



Black. 

1. K to Kt sq 

2. K to B 2nd (best) 

3. K to Kt sq (best) 



Black. 

1. B takes B P 

2. K takes B 

3. K to Kt sq 

4. K to Kt 2nd 

5. K to Kt sq 



Black. 

1. Bto Qsq 

2. K to £ sq 

3. B to Q2nd 

4. Kt to K 2nd 
6. P to K 6th 

6. B takes B 

7. B takes Kt 



Black. 

1. K to Q B 4th 

2. K takes Kt 
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5. Q takes Kt at B 4th (ch) 

6. B to B 6th (ch) 

7. B to K B 3rd 

8. B to Q sq (ch) 

9. B takes Q or Kt. Mate. 



No. 23. 



White. 

1. K B takes Q B 

2. Q to K B 5th (ch) 
8. Kt to Q B 5th (ch) 
4. B takes B 

6. QtoKSth 

6. £t takes Kt 

7. B takes Kt 

8. Kt to Q B 5th, and wins. 



No. 24. 



"White. 



1. B to K B 5th 

2. B to K Kt 5th 

8. B takes K B P, and wins. 



5. K takes Q 

6. P to Q Kt 4th 

7. Any move 

8. Q or Kt interposes 



BLA.CK. 

1. P takes B 

2. K to Q 2nd 

3. K to B sq 

4. Kt to K B 3rd 

5. Q Kt to Q 2nd 

6. Q takes B 

7. Q to K B 5th 



BLA.CK. 

1. B takes F 

2. B to K Kt 2nd 



No. 25. 



White. 



!:§ 



1. B 

2. B 

3. B 
4 
5 

6. P 

7. B 

8. B 

9. B 
10. Q 



takes Q Kt P 

takes Q B P (ch) 

takes Q P (ch) 

to KB 8th 

takes B 

takes P 

to K 4th (ch) 

to K 3rd 

to Kt 3rd 

to K B 7th (ch), and wins. 

{a) 



Black. 

1. B takes B 

2. K to B 2nd 

3. K to Kt 3rd (a) 

4. QtoQ2nd 

5. B to Q sq 

6. B takes P 

7. K to B 4th 

8. P to K B 3rd 

9. B to Kt 2nd 



If K to Kt 2nd, White wins by P takes P (ch), &c. 



No. 26. 
White. 

1. QtoKK\,^l\i(,cVi(a\ 

2. QtoQ,B4t\i^cV^ 

3. KtoQ5^«»^^^^^»a^V 



Black. 
1. K to Q B 7th 
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(o) 

The only move to obtain the winning check at Q B 4th. 

3. Q takes Q (ch) 3. £ takes Q 

4. £ to Q 5th 4. £ to Q 6di, and wins. 



No. 27. 



White. 

1. Q to K R 5th (ch 

2. Q to B 7th (ch) 

3. P to K 6th (ch) 

4. B to Kt 5th, and wins. 



BLA.CK. 

1. K to Q 2nd 

2. Q to K 2nd 

3. K to Q sq 



No. 28. 



Whitb. 

2. P to R 7th 

3. P to E 8th, queens 

4. Q takes B 

5. K moves 



Whitb. 



No. 29. 



Black. 

1. B takes B 

2. B to K B 5th 

3. B to £ 4th (ch) 

4. Kt to Q 6th (ch) 

5. Kt takes Q, and wins. 



Black. 



1. P to K Kt 5th 1. K to K 3rd 

2. E from K E sq to Q sq 2. P takes P 

3. E to Q 6th (ch) 3. K to B 2nd 

4. B to K E 5th (ch) 4. K to K 2nd 

5. B takes P (ch) 5. K to B sq 

6. E from Q sq to K B sq (ch), and wins. 



No. 30. 



Whitb. 

1. E to Q sq 

2. Q takes Q 

3. E to Q 7th 

4. P to K 6th, and wins. 



Black. 

1. Q takes K B P 

2. E takes Q 

3. B to K B sq 



No. 31. 



. White. 

2. KtoE2nd 

3. Q takes E 
4 BiakeaB 



Black. 

1. B to K B 7th (ch) 

2. E to K 6th 

3. E takfi^ <^ 

4. "KA. Vi"^ ^\5tt^«a.^^wB5a^ 
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N0.S2. 

Whiib« Bl^ck. 

1. Q to Q £ sq 
2. Kt to K 5th 2. B to K B 3rd 

8. P takes P 8. BfromK B sqtoKBsq 

4. P takes P 4. B to B 7th (ch) 

5. £ to Kt sq 5. B to B 8th (ch) 

6. £ to B 2nd 6. B from £ B sq to K B 

7th (ch) 

7. K to £ 3rd 7. B to B 6th (ch) 

8. £t to B 8rd 8. B takes £t (ch) 

9. B takes B 9. Q takes B (ch) 

10. £ to B 2nd 10. Q to K 8th (ch) 

11. £ to £t 2nd 11. Q to £ £t 8th. Mate. 

No. 33. 
Whteb. Blick. 

1. B takes £ B P 1. B takes B 

2. B takes B 2. B takes B 

3. Q takes B (ch) 3. Q to £t 2nd 

4. QtoQ8th(ch) 4.Qto£tBq 

5. P to £ 7th 5. B to £ 4t£ 

6. £t to £ B 5th 6. B takes P on £ 5th 

7. P to £ 8th, queens 7. B to £ 8th (ch) 

8. Q takes B 8. Q takes Q 

9. Q to Q B sq (ch) 9. Q to £ B 3rd 

10. Q takes Q (ch) 10. £ to £t sq 

11. Q to £ £t 7th. Mate. 

No. 34. 
White. Bl^ck. 

1. B to Q B 7th (ch) 1. £ to £t sq (a) 

2. Qtakes B (ch) 2. Q takes (2 

3. B from (2 5th to Q B 5th, and wins. 

(a) 
If £ to B sq, White mates in three moves. 

No. 35. 

WhITB. BLA.CK. 

1. B to £ 8th 1. Q takes B 

2. Q takes B 2. Q to £ 2nd 
8. Q takes P (ch) 3. Q takes Q 

4. PtoELBQ^k 4. Q takes £t P (ch) 

5. £ takes (^ ^» "B takes P (ch) 

6. KtakeaB ^-^NfilL^JiiSQ. 

7. Bto£.TL\iaq,waaL^«^a\a* 
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No. 36. 



Whitb. 

2. E: to E 2nd 

3. Q to B 3rd (oh) 

4. £ to X sq 
6. R to K 3rd 

6. K to R sq 

7. E takes B 

8. K to E 2nd 



No. 37. 



Whitb. 

1. B takes Et 

2. Kt to K B eth (oh) 

3. Q B takes P 

4. Q to Q 2nd 

5. Q to £ E 6tih, and wins. 



No. 38. 



Whitb. 

2. E:t takes B 

3. Q to Kt sq 

4. K to B 2nd 
6. X to Xt sq 

6. F takes Kt 

7. K to Kt 2nd 

8. K to E 3rd 

9. K to E 4tli 

10. E to K Kt sq 

11. K to Kt 6th 



No. 39. 



Whitb. 

1. KttoQ6th(ch) 

2. Kt to K 4th 

3. KtoQ4th 

4. KtoK3rd 

5. K to B 3rd, and wins. 



No. 40. 



Whitb. 

1. P to K 6th 

2. P to K 7th 



Bla.ce:. 

1. Q to Kt 8th (oh) 

2. B to K 5th 

3. E to Kt 2nd 

4. Q to Kt 3rd 

6. Q to Q 3rd (ch) 

6. B takes P (ch) 

7. Q to Q 8th (ch) 

8. Q to K Kt 8th. Mate. 



Bla.ce:. 

1. Kt takes B 

2. PtakesKt 

3. Kt takes P 

4. Q to Q B 3rd 



Black. 

1. B takes B 

2. Kt to Q 5th 

3. B takes Kt (ch) 

4. Kt to K Kt 5th (ch) 
6. Kt to K B 6th (ch) 

6. Q to Q 5th (ch) 

7. Q to K B 7th (ch) 

8. Q takes K B P (ch) 

9. KttoKB7tih 

10. Q to E 6th (ch) 

11. Q to E 4th. Mate. 



Black. 

1. K to Kt 3rd 

2. K to Kt 2nd 

3. K to Kt 3rd 

4. K to Kt 2nd 



Black. 
1. PtoKKt4*k 
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3. B takes EBP 

4. P takes P 

5. B takes B, and wins. 



No. 41. 



"White. 

1. B to E B 6th (ch) 

2. B to £ B 8th (ch) 

3. B to K B 6th (ch) 

4. P queens (ch), and wins. 



No. 42. 



Whttb. 

1. Kt takes B 

2. B takes P 

3. B takes Kt P (ch) 

4. Q takes B P 

5. Kt takes B 

6. Q to K B 6th (ch) 

7. B to Kt 8th (ch) 

8. B takes Kt (ch) 

9. B to K B 5th (ch) 
10. Q takes B. Mate. 



White. 

2. P takes Kt 

3. Kt to K 2nd 

4. P takes B 

6. P to K B 4th (a) 



No. 43. 



(a) 



3. P takes Kt 

4. B takes P 



Black« 

1. K takes B 

2. K to K 3rd 

3. K takes B 



Black. 

1. P takes Kt 

2. B takes B 

3. K to B sq 

4. B to Q B 2nd 

5. K B to K 2nd 

6. K to K sq 

7. Kt to K B sq 

8. K to Q 2nd 

9. B to K 3rd 



Black. 

1. Kt takes K P 

2. Q takes P (ch) 

3. B takes Kt 

4. B takes Kt 

5. Q to K 5th, and wins. 



If Q take B, Black ypjiB by Q takes B, and afterwards B to K sq 



No. 44. 



White. 

1. Kt to K Kt 6th 

2. B to K B 4th 

3. Kt to K B 7th 

4. B takes Kt 

5. P takes B (ch) 

6. B takes P 

7. QtoQ^nd 

8. QBtolK.Bc\,widNraa, 



Black. 

1. Kt to K 4th 

2. P to K Kt 3rd 

3. Castles 

4. B takes Kt 
6. K to B sq 

6. B to K Kt 6th 
1,PtiQKKt4th 
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ITo. 45. 



White. 

1. Q to K 4th (ch) 

2. Q to Q R 4tli (ch) 

3. Q to K B 4th (ch) 

4. Q to K B 8th (ch) 
6. Q to K B 3rd (ch) 

6. Q to Q R 3rd (ch) 

7. Q to K Kt 3rd (ch) 

8. Q takes Kt (ch) . 

9. Q to K Kt 2iid (ch) 

10. Q takes P (ch) 

11. Q to K R 2nd (ch) 

12. Q to K R 8th (ch) 

13. Q to Q R sq (ch) 

14. Q to Q R 6th. Mate. 



Black. 



1. 


Qto 


2. 


Kto 


3. 


Kto 


4. 


Qtb 


6. 


Qto 


6. 


Kto 


7. 


Kto 


8. 


Qto 


9. 


Qto 


10. 


Kto 


11. 


Kto 


12. 


Qto 


13. 


Kto 



Kt2nd 

Ktsq 

R sq 

Ktsq 

Kt2iid 

Ktsq 

R sq 

Ktsq 

Kt2iid 

Ktsq 

R sq 

Ktsq 

Kt2iid 



[This splendid stndy is, I believe, by Herr Kling, the celebrated 
problematist.] 



No. 46. 



White. 



1. P to K 6th (ch) 

2. R takes R 

3. Q to Q 5th (ch) 

4. R to K sq 

5. R to K 7th, and wins. 



Blacei. 

1. B takes P 

2. K takes R 

3. K to K B 3rd 

4. P to K Kt 3rd 



No. 47. 



White. 

1. B to Q Kt 5th (ch) 

2. B to K R 6th (ch) 

3. R to R 5th 

4. Q to Q 2nd 

5. R to K sq, and wins. 



Black. 

1. K to B sq 

2. K to Kt sq 

3. B to K B 4th 

4. B to K Kt 3rd 



White. 

2. K takes R 

3. K to R sq (a) 



No. 48. 



(a) 



Black. 

1. RtakesP(ch) 

2. Q to K 7th (ch) 

3. B to Q 7th, and wins. 



If K to B3rd, B to KlL^ttc^'iAsA. 
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Whixb. 

1. F takes B 

2. Kt to Q 2nd 

3. E to B 2nd 

4. KtakeeKt 

5. Q B to K sq 

6. Q to Q 5th 

7. K to Q sq, and wins. 



Bl^ck. 

1. Eii takes P 

2. Et to E 7th (ch) 

3. Q takes B (ch) 

4. Q to Et 4th 

5. B to B 3rd 

6. B to E sq (oh) 



No. 60. 



Whiti. 



BLA.CK. 



1. B to E Et eth (ch) 1. E to B 6th (best) 

2. B to E Et sq 2. P takes B, queens (cb) 

3. E takes Q 3. E to Et 6th 
4.EtoBsq 4.EtoB6th 
5. P to E 8tii, queens, and wins. 



No. 51. 



Whitb. 

2. P takes B 

3. B takes B 

4. K to E sq 
6. E to Q 2nd 

6. E to B 3rd 

7. E to Et 2nd 



No. 52. 



Whitb. 



1. Et to E 6th (ch) 

2. Et to E Et 3rd 

3. Et to B sq 

4. E to Et 2nd 
6. E to B sq 

6. E to Et 2nd 

7. E to B sq 

8. Et to Et 3rd, and draws. 



Black. 

1. B takes B 

2. B takes Et 

3. Q takes P (ch) 

4. Q to Et 8th (ch) 
6. B to Q sq (ch) 

6. Q to Q B 4tb (ch) 

7. Et to Q B 6th (ch), and 

wins. 



Black. 

1. B takes Et 

2. B to E B 6th 

3. E to E 7th 

4. E to E 8th 

5. E to Q 8th 

6. E to E 7th 

7. E to B 6th 



No. 63. 



1. B.takea'B 

2. B.takea"e Vj^dl^ 



Black. 
V^\ftKB4th 
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3. Q to Q B 6th (ch) 

4. BtoQKtSfch 
6. E to K 7tli (oh) 

6. B takes B (ch) 

7. B takes Q. Mate. 



No. 54. 



"Wbitb. 

1. Kt to K B 6th (ch) 

2. B takes P 

3. B to £ Et 5th (ch) 

4. B takes Q, and wins. 



No. 65. 



White. 



1. B to K Kt 5th 

2. P takes P 

3. QtoQ4th 

4. B takes P 

5. K to Q 2nd 

6. Q B to K £t sq, and wins. 



No. 56. 



Whttb. 

2. P takes B 
8. Q takes B 

4. B takes Kt 

5. P to K B 4th 



Whitb. 



No. 57. 



1. Q to K B 4th 

2. Q to K 4th (ch) 

3. QtoKB3rd 

4. Q to K Kt 4th (ch) 

5. Q to Q sq 

6. P to Q B 6th, and wins. 



(a) 



3. Q to Q 2nd 

4. Q takes Q 

5. K to B sq 

6. Q to K sq 



BlACK. 

1. P takes Kt 

2. Q to K B 3rd 

3. Q takes B 



Black. 

1. P to K B 3rd 

2. Q to Q 3rd 

3. P takes Kt 

4. Q to Kt 6th (ch) 

5. Castles 



Black. 

1. B takes K B P 

2. B to Q 6th 

3. Kt takes Q 

4. Q to Q 3rd (ch) 

5. Q takes B, and wins. 

Black. 

1. K to K 7th (a) 

2. K to K B 8th 

3. K to Kt 8th (best) 

4. K to B 7th 

5. K to Kt 6th 



If K to Q B 8th, White answers with Q to Q B 4th (oh), and 
rins as above. 

No. 58. 



Whitb. 
1. Q B to Q B sq 



2l? 



Black. 
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2. P takes P 

3. Q to K 3rd 

4. Kt to Q B Tth 

5. EttoK6th(oh) 

6. B takes B 

7. B to Q Kt 5th 
8 P takes P 

9. E to Q B 8th (ch)»aiid wins. 

No. 69. 
White. 

1. B to K B 6th 

2. B takes B 

3. E to E Et sq 

4. B takes B P (oh) 

5. B takes P 

6. E takes B 

7. E to B 2iid 
a PtoEB4th 
9. E jbo B 3rd 

10. P to E B 5th, and wins. 



2. PtakesP 

3. B to B Srd 

4. Q to E 2nd 

5. P takes Kb 

6. BtoQ^d 

7. K to E sq 

8. Et to E B 3rd 



Black. 

1. E B to Q Et sq 

2. B to Et 8th 

3. P takes B 

4. E to Q 3rd 

5. B takes B (oh) 

6. B to Et 8th (ch) 

7. B to Et 7th 

8. B takes P (oh) 

9. EtoE4th 



No. 60. 



Whitb. 

2. P to E B 4th 

3. Q takes Et 

4. Q takes P (oh) 



Whitb. 



No. 61. 



1. B to E 6th (ch) 

2. P to E B 6th 

3. P to E B 6th 

4. P to E B 7th (oh), and wins. 



No. 62. 



White. 

1. Q to Q 7th (ch) 

2. B takes B 

3. B to Q 6th 

4. BtoE4^V'^\ 

5. Q to E 6t\L ^c\i^ 

6. B takoB ¥ib ^<c^^ 



Black. 

1. Q to E B 6th 

2. Et takes Et (ch) 

3. Q takes P 

4. B to E Srd, and wins. 



Black. 

1. E to Et sq (best) 

2. P to E 3rd 

3. B moves 



Black. 

1. E to Et 3rd 

2. Q to Et 4th 

3. Et takes P 

4. Et to B 4th 
V^XftBSrd 
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7. P to K Kt 4th (ch) 7. Kt takes P 

8. B takes Kt (ch), and wins. 

No. 63, 
Whitb, Black* 

1. B to Q B sq 1. P to £t 4th 

2. B takes P 2. K takes B 

3. K takes P 3. P to Kt 5th 

4. K to Q 2nd, and will win the Kt P, and draw. 



1. P to Et 4th 

2. B to Q B sq 2. P to Kt 5th 

3. B takes P 3. K takes B 

4. K takes P 4. P to Kt 6th, and will 

queen. 

No. 64 
White. Black. 

1. Q Kt to K 7th (ch) 

2. K to B 2nd 2. Q to Q 5th (ch) 

3. K to K sq 3. K Kt to Kt 6th 

4. Q to B 3rd 4. Q to B 6th (ch) 

5. KtoB2nd 5. Kt to K 5th (dii) 

6. P takes Kt 6. Q takes Q 

7. K takes Kt 7. Q to Et 7th (ch), and 

wins. 

No. 65. 
White. Black. 

1. B to K 6th (ch) 1. K to Q 4th 

2. B to Q 6th (ch) 2. Kt takes B 

3. Kt to K B 6th (ch) 3. K to K 4th 

4. Kt to Kt 4th (ch) 4. K to K 5th orQ 4th 

5. Kt to K B 6th (dbi), and draws by perpetual chec^ 

No. 60. 
White. Black. 

1. Q to Q 8th (ch) 

2. K to B 2nd 2. Qto K B 6th (ch) 

3. K to Kt sq 3. B to K B 6th 

4. Q takes Q B P (ch) 4. K to B sq, and wms. 

No. 67. 
Whitb. Black. 

1. Kt\oft,^^3a.V55a^ 
2. Q takes Kt ^. '£\fiks!A<^ 
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8. Castles 

4. B to Kt 3rd 

5. £ to Kt sq 

6. Kt to K 5th 

7. Kt to Q 3rd 

8. Kt takes B 



WmTB. 



No. 68. 



1. B to K B 3rd 

2. E to K Kt 3rd (ch) 

3. Kt to K B 8th, and wins. 



3. B takes Kt 

4. P to Q 7th (ch) 

5. B to B 4th 

6. K to B sq 

7. B to K sq 

8. Q takes K, and wins. 



Bla.ce. 

1. P takes P 

2. K to B sq 



No. 69. 



WmTB. 

2. K to B 4th 

3. K to Kt 5th 

4. B to Kt 4th 
6. Q to B 7th 

6. P to Q Kt 5th 

7. B takes B 



White. 

2. P to K B 3rd (a) 

3. P takes B 

4. Q to K Kt 2nd 



No. 70. 



(a) 



Black. "^ 

1. Q to K B 8th (ch) 

2. B takes P (ch) 

3. Q to Kt 7th (ch) 

4. P takes B 

5. Q to B 3rd 

6. Q to Q 2nd 

7. Q takes B, and wins. 



Black, 

1. B to K Kt 6th 

2. Q B takes K B P 

3. B takes P 

4. Q to K B 5th, and wins. 



If P take B, P takes P and mates in a few moves. 



No. 71. 



White. 



1. P to B 5th 

2. Q to K sq 

3. B takes P (ch) 

4. Q to K 4th 

5. B to K 7th (ch) 

6. B takes Kt P (ch) 

7. QtoK.*7^^iA^ 

9. QtoX.^7^3ki. 1&»S«. 



Black. 

1. PtoQKt3rd(a) 

2. P to K 4th 

3. K to B 2nd 

4. Q to Q B 3rd 
6. K to Kt sq 

6. K takes B 

7, K to Kt sq 
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(a) 
If P take B, WHte wins by E to £ sq (oh). 



No. 72. 



White. 



1. Q to Kt 5th (ch) 

2. B takes B 

3. B takes Kt (ch) 

4. B takes B 

5. Q takes Kt (ch) 

6. Kt takes B (ch), and wins. 



Black. 

1. K to K 5th (best) 

2. Q takes B 

3. Q takes B 

4. Q takes B 

5. K takes Q 



No. 73. 



Whitb. 



Black. 



1. P to K 6th 1. B takes K P (best) 

2. B takes B (ch) 2. P takes B 

3. Kt to K 5th 3. P to B 4th 

4. B to Kt 6th (ch) 4. K to B sq 

5. Q to K B 3rd (ch), and wins the Queen. 



No. 74. 



White. 

2. P takes B 

3. K to Kt sq 

4. B takes Kt 



No. 75. 



White. 



1. B takes K B P 

2. K to B sq 

3. B to K B sq (ch) 

4. Q to Q 5th (ch) 

5. B takes Q (ch) 

6. Q to K Kt 8th (ch) 

7. B to Q 6th, and wins. 



Black. 

1. B to K B 6th 

2. Q to K 5th (ch) 

3. Kt takes B 

4. K B to Kt sq (ch), and 

wins. 



Black. 

1. QtoQKt3rd(ch) 

2. K takes B 

3. Q to K B 3rd 

4. K to Kt 3rd 

5. P takes B 

6. K to B 4th 



No. 76. 



Whitb. 

1. B takes B 

2. B to Q B sq 

a Bto :s 8th (ch) 



Black. 

1. P takes B 

2. B to Kt %Q^V^V^ 
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4. Q takes Q (ch) 

5. B takes it (oh), and wins. 



4. P takes Q 



(a) 

8. F takes Q 

4. BtoQE8th 

5. P to K 7th (oh), and wins. 



(h) 



3. B to Q B 8th 

4. P to Q 5th 

5. P takes Q 

6. £ to B 2iid, and wins. 



(c) 



2. Q takes Q 

3. Kt to Q B sq 

4. S: to Q sq 



2. Kt to QB sq 

3. P to Q Kt 6th (c) 

4. P to Kt 7th 

5. P qneens (ch) 



If 3. B to Kt sq, the first yariotion occars. 



No. 77. 



WmTB. 

2. Q to B 2nd 

8. Q to K 4th (a) (h) 



3. B to Q sq 

4. Q takes Q 

5. K to B sq 



3. QtoQB4th 

4. Q takes B 

5. K to B sq 

6. B to K Kt sq (c) 

7. P to K Kt 3rd 

8. P to B 3rd 



(a) 



(h) 



Black. 

1. B to Q sq 

2. Q Kt to Q 6th 

3. KttoKKt6th»andwins. 



8. Kt to K 6th 

4. Kt to K 7th (ch) 

5. B takes B. Mate. 



3. P to Q Kt 4th 

4. Kt to K 7th (ch) 

5. Kt takes B 

6. B to Q 8th 

7. Q to Q B 3rd (ch) 
& Q takes P. Mate. 



6. P to Kt 3rd 

7. P to B ^T^ 

8. B takea Q, 

9. BtoK.BfM\ 



(c) 



6. Q to Q B 3rd (ch) 

7. Q takes P (ch) 
'^.^Xft^^^tkCch) 
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No. 78. 
White. Black. 

1. Q takes B (ch) 1. K to Kt 2nd (a) 

2. Kt to E 5tli (oh) 2. P takes Kt 

3. QtoKB7th. Mate. 

(a) 

1. It takes 

2. Kt takes E 2! Q to K B 4th (6) 

3. E takes Q 3. P takes B 

4. B to K B 6th, and wins. 

(6) 

2. Q to Q 3rd 

3. B to K E 6th 3. Q to K 2nd (c) 
4 Kt to K Kt 6th 4. P to Q B 4th 

5. Kt to K 4th 6. P to Q B 6th 

6. Kt to K B 6th (ch) 6. K to B 2nd 

7. Kt to Q 6th (dis. ch) 7. K to K 3rd 

8. Kt takes Q, and wins. 

(c) 

3. P to Q B 4th 

4. P to K 4th 4. P to Q B 6th 
6. P to K 6th 6. Q to Q Kt sq 

If 5. Q to K 2nd, White moves 6. Kt to KKt 6th, anda similar 
result to that in Variation h ensues, 

• 

6. Kt to Q B 7th 6. P to Q B 6th 

7. P to K 6th 7. P to Q B 7th 

8. Kt to Q 6th 8. Q to Q sq 

9. P to K 7th 9. QtoQBsq 

10. E to K B 8th (ch) 10. Q takes E 

11. P takes Q, becoming a E. Mate. 



THB END. 



ttojmov : J. AVD w. xidbb, nxBtvia, uiasraoMnaw «&»»« 
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